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any actual event, person, or entity, and any such similarities are purely coincidental. The makers and publishers of this videogame do not in any way endorse, condone or encourage engaging in any conduct depicted in this videogame 
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* Features 


Kratos is back and he’s 
taking no prisoners. We 
talk with God of War Ill’s 
director Stig Asmussen 

to find out how the game 

takes full advantage of 
the PlayStation 3 and 
how Kratos’ gory saga 
will finally come to an 
epic conclusion. | _ 


God of War Ill not your thing? 

Well then be sure to check out 
our hands-on coverage of Heavy 
Rain, EyePet, PixelJunk Shooter, 
and more! 


GamePro’s 2009 
Holiday Gift Guide | 
Tis the season, gamers, when 
the leaves start to turn and 


the store shelves fill up with BradyGames Strategy 


exciting new releases. Here 


are some awesome gift ideas. Uncharted 2: Among Thieves —_ 
Uncharted 2: Among Thieves is loaded with 
hidden features and stuff to buy. We go shopping 
at the Single- and Multiplayer Store, and take a 
look at Skins, Weapons, Render Modes, Bonus 
BprapycAmes: Movies, Art Galleries, Tweaks, and more! 
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Mixing time travel, platforming, and 
pies, PB Winterbottom looks to be 
one of the most unique download- 
able titles ever. Find out more about 
the game and its odd creators! 


From the Revolution to Halo 3: Re- 
con, we pick the games, systems, 

and companies that changed their 
name and the public's perception. 


Assassin's Creed II (PS3, Xbox 360, PC)............. 36 
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Gaming's history is full of hard- 
fought brawls between video game 
systems. We pick the six biggest 
battles and find the winners, losers, 
and the strongest soldiers. 


Sustaining strong ties to another 
game, these spiritual successors 
reference popular games while 
having their own unique features. 


eae A ee 
2 eeenernsersentcegnpangginserssernereny tytn pment gel 


Sas 
ee 


Be loglo bos Dla: =: | ae ae arse een 76 
Forza MGtOrsport S (ADO BGO} wis ssciccssscercsssivenasess 80 
REE CSTE) cencrnccacoascacsxascsccioncnguoeesessnnemniess 81 
ali yligihicd gis. ee ee ae 72 
FAI SOOT (ADO OO | encinicenncrsarernerrremmnrnntens 74 
Katairiall FOPGVGl (PSS) scociscivncsnnnsoncorcrsannsnnsnseveress 78 


Mario & Luigi: Bowser's Inside Story (DS)......... 79 
Marvel: Ultimate Alliance 2 (PS3, Xbox 360)..... 79 
Might & Magic: Clash of Heroes (DS) ................. 83 
roche ot! a ne er 82 
Teenage Mutant Ninja Turtles: Arcade (DS)...... 83 
Wizard of Oz: 


Beyond the Yellow Brick Road (DS)..............008 82 
WWE Smackdown vs Raw 2010 
Ge Me ee |) a a ee i 


elcome to our Holiday issue 

and your appetizer for the 

all-you-can-eat buffet of big 
games coming next year. Beyond any 
doubt, 2010 is going to be an exciting year 
for the PlayStation 3. On top of Kratos 
making his long-awaited debut on Sony's 
next-generation console with God of War 
lll, there are a number of other PS3 heavy 
hitters that have the GamePro editors 
salivating like PixelJunk Shooter (a game 
we had to literally pry out of the hands of 
GamePro’s Andy Burt during his hands-on 
with it) and Quantic Dream's ambitious 
Heavy Rain. 

In our seven-page exclusive God of 
War Ill report, you can read about new 
details on Kratos’ next blood-drenched 
adventure, including its cast of nightmar- 
ish new enemies, gigantic puzzles, and 
how the saga will finally come to an end. 
We also sat down with several key people 
from the God of War Ill team, including 
the game’s director Stig Asmussen, to ask 
some burning questions about Sixaxis 
support, downloadable content, and the 
possibility of God of War IV. 

Aside from our beefy GoWIII coverage, 
we've also got Andy’s report on Sony’s other 
upcoming secret weapons: nine games for 
PS3 and PSP, and our Holiday Gift Guide, 
which is jam-packed with lots of goodies to 
beg Santa to bring you. But Xbox 360 and 
Wii owners shouldn't feel left out as we've 
also got our in-depth reviews of Halo 3: 
ODST and Forza Motorsport 3, in addition to 
our preview of Red Steel 2, which is looking 
unbelievably good. 

Last, but not least, on behalf of the 
entire GamePro staff, | want to say farewell 
to my friend and coworker, previews edi- 
tor Travis Moses who is leaving game jour- 
nalism to conquer the world. He will still 
be in the gaming industry, though. Travis 
will always be the rock star of the GP office 
and he will be missed by all of us. ProTip: 
GamePros never say die! 


Patrick Shaw 
Features Editor 
pshaw@gamepro.com 


twitter.com/PatrickShaw 
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es devoted entire teams of people to design Bayonetta’s / 
: ear. We wonder which got more attention. = 
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Cartoon Violence 
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Mild Language 
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Planet BG-386 is home to some of the 
_ cuddliest critters this side of the galaxy. 
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most taste it. The first delicious a 


sel we're craving is Bayonetta, ant her — 


eponymous video game debut. Full of action, 


sex, and a sense of humorous style absent 
from most established series, this second U. S. 
release from Japanese developer Platinum 
Games looks to blow next year wide open. 
On the action front, Bayonetta’s moves 
are something to behold. With the ability 
to shoot bullets from her feet, rockets from 
trombones, and summon large creatures 
“made of her own hair while performing acro- 
batic flips, killing enemies in Bayonetta is an 
iginal and adrenaline-filled experience. 
\s for Bayonetta herself, Platinum Games 


eated a character that can dish out raw 
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their project. 


Where did the name P.B. Winterbottom come from? 


We just thought Winterbottom was a hilarious name. It used to be B.P. Wheath- 
erbottom, until it got mistakenly rearranged on a slide, a very happy accident. 
Unfortunately, there are real people who share the last name out there, as we 
found out after some Google searching. We have met one of the real Winter- 
bottoms...he didn’t seem too amused. As for P.B., that’s a mystery as old as 
time...or 2007. 
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° Do each of the characters in your logo 
* & 
° correspond to the development team 
r . . 
e% members? If so, which ones? If not, what is 
® ° ‘ oye 
0° their significance? 
wets e They are spirit animals for our team members. Cur- 
bs ng rently we are fleshing out the distinctive characters/ 


roles/backstory of each. A fiction is cooking up sur- 
rounding these Odd Gents. We usually play spin the 
bottle to decide who is who. 


Ty GENTLEMEN 


How does being tethered to a fried chicken restaurant affect 
video game development? 


For atime everything was well and good with our neighbors downstairs, Wing- 
stop. However, when a rancid “oil” smell started wafting up through their air 
vents, the tides turned. Right before major milestones, this scent blasted into 
our studio with vileness. When you’re stressing to meet a deadline, and nox- 
ious poo gas smell starts creeping in, people are going to get a tad flustered. 
So in general, turning our team into a bunch of surgical mask-wearing cranky- 
pants is how a fried chicken restaurant has affected our game’s development. 
We will absolutely never eat their hot wings again...for now. 


Discovering © 


P.B. Winterbottom 


ixing platforming, time travel, and pie, PB Winterbottom looks to bring 


an entirely new gaming experience to Xbox Live Arcade. We visited 
PB's developer, The Odd Gentlemen, and: asked them a few questions about 
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From pickle to stinkberry...worse and worse. 
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You've reached the tip top...now get h 


one 


er tick-tocking! 


At the time of Winterbottom’s conception, only POP and Blinx were out. Both games used time as lim- 
ited power and did not really build their core experience around them. We focused on giving the player 
a record button, allowing them to record in multiple places and built interactions off that. Questions 
arose like: What if you could stand on your own head, and smack/launch yourself? What if your clones 
were evil and you had to avoid them? What if clones looped so they were always persistent? What if 
there were pies only clones could collect? What does it feel like to be in multiple places at once? 


It’s actually a return to fancier protagonists. If you recall Miner Willy from Jet Sit Willy for the ZX Spec- 
trum Home Computer, he was one of the first suit-wearing, hat-sporting heroes of old. A true plat- 
forming champ, if you will. We're following in a great tradition here. | also think were seeing a stronger 
non-Japanese influence in games, which means people will be drawing from new inspirations. 


One of us Odd Gentlemen was a film student, so much of the look comes from old silent films like Trip 
to The Moon, Metropolis, and the comedic films of Buster Keaton, Harold Lloyd, and Charlie Chaplin. 
We were also inspired by the illustrations of Edward Gorey, Pixar shorts, and children’s books. 


Pie is delicious. That’s why. With a nose like that you too would realize how many great sniffs of pie 
there are in this world. He also just happens to not feel pain when he gets cavities like the rest of us. 


Indeed, the whole portion where Marty must return to the setting of the original Back to the Future 
while avoiding interaction with his past self and messing up previous actions, played a strong influ- 
ence in Winterbottom’s mechanics. As for resembling a McFly, we'd actually say that his mustache 
puts him in the same league as Biff’s Great-Grandfather Buford “Mad Dog” Tannen. They both share 
villainy in common. 


It’s not over ‘til you’ve gobbled each and every cobbler. 


SPAWN POINT 


If there's one thing as fun as playing video games, it’s watching consoles (and their most ardent fans) battle each other 
on store shelves and in advertisements. Here are six console wars we will never forget.—McKinley Noble 
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“Sony PlayStation vs 
Nintendo 64 vs 
sega satu 


The Victeors: Sony, who proved that new 
technology and a fresh attitude could put them 
on top of the world. 

The Casualties: Neo Geo, Atari Jaguar, and 
video game arcades in general finally had to 
give up the ghost, as the technology race sud- 
denly got too narrow (and expensive) for anyone 
whose name wasn’t Sony or Nintendo. 

The Fallout: Sony beat Nintendo at their own 
game and outright maimed Sega’s underpow- 
ered Saturn in one blow. 


“Nintendo Game Boy vs 
‘ww’, Dega Game Gear 


The Victors: Parents, who could finally send 
their kids outside to play video games. 

The Casualties: The Neo Geo Pocket, Atari 
Lynx, Game.com, and every other company that 
tried to cash in on the Game Boy’s success. 


The Fallout: Nintendo still hasn't been de- 

throned as the de facto marketer of handheld 
gaming, even in the face of some pretty stiff 

competition from Sony and others. 
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i... Nintendo D 


The Victors: Casual gamers, who picked up the 
DS and finally found out what all this video game 
nonsense was about. 

The Casualties: Sony’s brand image, which 
was almost killed by bad advertising in their des- 
peration to outperform the Nintendo DS. 


The Fallout: Sony’s actively trying to reinvent 
the PSP for its nebulous demographic, while the 
DS is still printing money. 


"; sony PlayStation 2 vs 
we Microsoft Xbox vs 
fi. Nintendo GameCube 


The Victors: Sony’s PS2 and third-party develop- 
ers, who still make games for the system to this day. 
The Casualties: The Sega Dreamcast, despite 
having a two-year start on all the other consoles. 
While plenty of Sega fans still lament its demise, the 
Nintendo/Sega rivalry effectively died here. Also, 
both companies are kind of in bed together, with 
Nintendo squarely on top. 

The Fallout: The Age of the Fanboys gained a ton 
of steam in this generation. 


Microsoft Xbox 360 vs 


< :. sony PlayStation 3 vs 
= Nintendo Wii 


The Soldiers: 


The Victors: Nintendo, who took a huge gam- 
ble with a system featuring a very unconven- 
tional control method, and ended up making 
gamers out of the elderly, the young, and many 
markets other companies hadn't thought of. 


The Casualties: Normal controllers, with 
Microsoft and Sony now also pursuing motion 
control for their consoles. 

The Fallout: While Nintendo may have all but 
assured victory this round, Microsoft and Sony 
are still engaged in an epic battle for second place. 


super Nintendo vs 
wi... 0ega Genesis 


76-Btt 


The Victors: Probably the video game industry, 
with combined sales of roughly 80 million con- 
soles between both systems. 


The Casualties: Arcades, which saw a lot 
gamers suddenly saving mountains of pocket 
change for $50 games. 


The Fallout: While Sega held a brief lead 
during the 16-bit era, the SNES eventually pulled 
ahead in the war, beating the Genesis by a size- 
able margin. Sega never got remotely close to 
challenging Nintendo’s dominance again... 
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Prepare for scream-out=fouc 
- ‘thrills! The terror of the 
' — hit movies comes homel 
Use ‘the Wii Remote™ as your 
_ flashlight if you dare to 
explore ‘the disturbingly 
detdiled stages. — 


Let a friend (or enemy) play 
and watch ‘them jump! 
Or use a second corttroller 
to trigger instant frights! 
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SPAWN POINT 


W VIDEOS 


(5 VISCERAL 
) GAMES 


(FORMERLY EA REDWOOD SHORES) 


When you create intense, gripping games like The 
Godfather, Dead Space, and Dante’s Inferno, you 
wanta studio name that reflects the dark overtones 
of your projects. Unfortunately, being named af- 
ter the suburbian community housing their office 
building wasn’t building much hardcore cred with 
EA Redwood Shores. So after making major bank 
with Dead Space, the developers got to rename 
themselves Visceral Games. Presumably, it’s be- 
cause Viscus Games was a bit too much. 


THE VERDICT: 


4) PONG TOSS FRAT 
ed PARTY GAMES 


(FORMERLY BEER PONG! FRAT PARTY GAMES) 


If you drink beer, and you've ever been to a party, 
you're probably well aware of beer pong. When the 
Nintendo Wii’s motion control afforded the ability 
to engage in the game during times when partying 
would be frowned upon (Christmas morning is the 
only time coming to mind), Beer Pong! Frat Party 
Games arrived on our alcoholic gamer radars. Un- 
fortunately, a bunch of grinchy parents and politi- 
cians bitched and whined and it turned into a game 
about throwing balls into cups filled with clear liq- 
uid. Oh well, we'll just pretend it’s vodka now. 


THE VERDICT: 


} HIST (\Y BY DAVE RUNES 2 
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CALL OF DUTY 
5 MODERN WARFARE 2 


(FORMERLY MODERN WARFARE 2) 


For a brief moment, it seemed like things were 
changing. The pointless squabble between Call of 
Duty developers Treyarch and Infinity Ward. The 
annoying series exploitation made famous by 
Activision. By naming the upcoming first-person 
shooter Modern Warfare 2, Activision was creat- 
ing divergent paths for its two top shooters, one 
in which each could really experiment and differ- 
entiate from the series. Then some higher-up who 
makes two decisions a year probably saw a survey 
and got nervous and made them call the game Call 
of Duty: Modern Warfare 2. 


THE VERDICT: 


“) HALOS 
? ODST 


Ss cenaael HALO 3: RECON) 


While Halo 3: Recon may not have been the most 
imaginative name ever for a video game, it did de- 
scribe what the game was about well enough— 
you're a team sent on a recon mission around the 
time of Halo 3. When the title was changed to Halo 
3: ODST, gamers across the globe 
wondered one thing—what the hell 
does ODST stand for? After having 
that question answered, a satis- 
fied gaming populace just de- 
cided to pretend they knew 
what the hell an Orbital Drop 
Shock Trooper was. 


THE VERDICT: 


“THE VERDICT: 


NYXQUEST 
7 KINDRED SPIRITS 


(FORMERLY ICARIAN: KINDRED Spirit). 


Despite the fact that Pit was featured prominently 
in Super Smash Bros. Brawl, itseems like Nintendo 
isn’t really making a new Kid Icarus game much of 
a priority. It’s for thatreason that we were jazzedto — 
hear that a WiiWare game developer was creating 
a 2D platformer with a very similar visual style and 
name. Unfortunately, due to an objection from an 


*. Outside company the name had to be changed, ~ 


but surprisingly, it wasn’t Nintendo. 
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NINTENDO 
4 7 


(FORMERLY KNOWN AS ULTRA 64) 


During the years it spent in development, gamers 
believed that Nintendo would be calling its third 
home console the Ultra 64. In fact, two arcade 
games that made use of the console’s hardware 
came out during its development—Killer Instinct 
and Cruis’n USA—with each of them branding an 
Ultra 64 logo. By the time the system actually re- 
leased in late 1996, ithad become readily apparent 
that skateboarders and surfers didn’t say “Ultra!” 
when they did cool tricks anymore, so Nintendo 
changed the name to Nintendo 64. 


THE VERDICT: 


NINTENDO 
Wil 
(FORMERLY NINTENDO Revantaton) 


Many gamers can recall exactly where they were 
when they heard that Nintendo had renamed their 
motion-control based system from the Revolu- 
tion to the Wii. So it’s almost like the Kennedy 
assassination, though instead of a beloved presi- 
dent dying, it was only the hardcore credibility of 
Nintendo that was wounded. On a weekday morn- 
ing in April of 2006, many a gamer scoffed at Nin- 
tendo’s choice of a non-word to adorn their next 
console, but it turns out it was yet another smart 
move from this console generation’s MVP. Can you 
imagine playing Revolution Sports or Revolution 
Fit? The name may be nonsense, but it works. 


THE VERDICT: 
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RuT Nor IF You HATE RULING The Universe. 
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A Championship Tournament 


How do you put together one of the world’s biggest gaming tournaments? 
We asked the folks from the Pokémon Company. 


GamePro: The Pokémon Company International 
claims that this year’s VGC was one of the largest 
ever. What kinds of numbers did the tournament 
bring now that the battles are all over for this year? 


JC Smith, Pokémon Company International: The 
2009 Pokémon Video Game World Champion- 
ship was an inaugural event, having expanded 
and evolved from last year’s Pokémon Video 
Game Showdown into a truly international and 
premier video game competition. One of the 
things that changed was the increased number 
of regional qualifier tournaments, which were 
held all across Japan, Europe and the U.S. Do- 
mestically, there were qualifier events in six U.S. 
cities, up from just two in 2008. This year also 
saw the addition of the U.S. National Champi- 
onship competition. On the International front, 
we added three European venues, giving more 
European players the chance to play each other. 
Japanese competitors played in qualifiers in 47 
prefectures in 2009. 


Thousands of players around the world com- 
peted in these events and the 60 top victors 
earned invitations to compete for the titles of 2009 
Pokemon Video Game World Champions. 


GP: Pokémon trainers of many ages came from 
countries as far apart as Sweden and Japan to 
compete in the Video Game Championships and 
the Trading Card Championships. How do you 
manage to accommodate players who speak a va- 
riety of different languages? 


PCI: We have an incredible staff of interpreters 
and judges from around the world on-site to as- 
Sist with any gameplay issues that may arise and 
to verify that these events are being played as 
fairly as possible. But what we’ve found is that 
Pokemon is a universal language for these play- 
ers and no matter what dialect each player speaks, 
the game is played the same way the world over. 


GP: How will the release of Pokémon HeartGold 
and SoulSilver affect the VGC for 2010? Does TPCI 
still plan to showcase the Double Cup format that 
competitors have grown so used to? 


PCI: We're very excited about Pokémon HeartGold 
and SoulSilver Versions and we're evaluating the 
gameplay requirements and formats for the 2010 
season. When the details are available, we'll be 
sure to let you know. 


GP: Keeping tabs on competitors and keeping the 
matches from straining power and mixing up wire- 
less connections seems like a recipe for chaos, but 
we didn’t hear any complaints from competitors. 
How do you manage hundreds of simultaneous 
games in the early rounds? 


PCI: We have a great staff that monitors the tech- 
nical and gameplay aspects of every tourna- 
ment. | sincerely appreciate all involved in this... 
the players who are participating in the tourna- 
ment, and the staff who operate the tournament. 
The team at The Pokémon Company International 
wants to give as many Pokémon players as pos- 
sible a chance to play top Trainers from around 
the world. Creating regular, premier, competitive 
events is very important to the Pokémon brand 
and it helps to reinforce our commitment to sup- 
porting Pokémon fans. 


GP: What would you say was the most exciting 
moment of this year’s tournament? 


PCI: There were so many exciting moments, but 
the thing that always stands out to me is how 
much fun the players and families have at these 
Pokemon tournaments. It’s great to see kids from 
around the world meeting each other, competing 
and having fun because of their love of Pokémon. 


OUTCOME: 


_ After completing his quest through the depths of Hell, Inferno makes his way to 
the surface a tired man. Crawling after a long climb, May Cry tosses his sword, 
-boomerang-style so that it misses his enemy’s face by mere millimeters. In- 
ferno suddenly becomes alert to a cackling May Cry, who unloads clips from 


both Ebony and Ivory. Inferno quickly holds up his cross, which deflect the bul- 


(Dante’s Inferno) 


Quest: Traversing the seven layers of Hell to save his soul. 
Family: Fighting to be reunited with his wife. She must be a fox. 
Weaponry: A large scythe and a powerful cross. 

Style: Looks like a metrosexual crusader. 

Enemies: Visual representations of the seven deadly sins. 


Dante 
(Devil May Cry) 


Dante 


Just loves to kill the crap out of demons. 

Has a brother, Nero, who's slightly more metrosexual. 
A huge sword, twin pistols, shotgun, airborne tank... 
Looks like a goth-meets metrosexual. At least he was the first. 
Scary puppets and giant demons. 


lets. The two match their melee weapons against each D, 
other, but when May Cry attempts to pull out his shot- = 
gun during a stalemate, the gun jams andInferno blasts _ 
away his opponent with the power of his cross. 


DECISION: Dante’s Inferno > > > 
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MAXIMO 

Spiritually succeeds: 

Ghosts ‘n Goblins 

Maximo was Capcom’s spiritual 
successor and attempt to resur- 
rect one of the most grueling old 
school video games of all time, 
Ghosts ‘n Goblins. Even though 
Maximo didn’t receive the same 
high praise the original game 
that inspired it did (ironically be- 
cause some said the game was 
too difficult), it’s still a satisfying 
experience overall that has a lot 
of nostalgic appeal. 


PORTAL 

Spiritually succeeds: 

Narbacular Drop 

It's strange to think that Portal, 
one of the mostinnovative games 
of the last few years, was actually 
the progeny of what a group of 
programming students turned in 
for their senior project—a game 
merging first-person gameplay 
with brain-squeezing puzzles. 
Many of the students were then 
hired by Valve to make Portal. 


PAPER MARIO 

Spiritually succeeds: 

Super Mario RPG: 

Legend of the Seven Stars 

Fans of Square and Nintendo’s 
collaborative effort, Super Mario 
RPG, have been clamoring for a 
sequel pretty much since it was 
released on the Super Nintendo. 
And while the series never blos- 
somed into a Final Fantasy as 
some hoped it would, in 2001 In- 
telligent Systems delivered the 
next best thing on the N64, the 
Original Paper Mario, which was 
equal parts platformer and RPG. 


SHADOW OF THE 
COLOSSUS 


Spiritually succeeds: 

Ico 

The connection between Shadow 
of the Colossus and Ico may ap- 
pear relatively weak at first, but 
the two PS2 games actually share 
more in common than you might 
think. Not only were both games 
developed by the same team, 
they were also set in the same 
world, used same watercolor-like 
art style, and had protagonists 
that were related to each other. 


XENOSAGA 

Spiritually succeeds: 

Xenogears 

Xenogears is one of Square’s most 
acclaimed RPGs outside their flag- 
ship Final Fantasy franchise—it 
also happens to be one of GamePro 
previews editor Andy Burt’s favor- 
ite games of all time. Even today, 
the Xenosaga trilogy, which are 
all named after books by Nietz- 
sche, are still worth a look and are 
highly recommended great pre- 
Mass Effect RPGs drenched in sci- 
ence fiction. 


BIiOSHOCK 

Spiritually succeeds: 

System Shock series 

Even if you're one of the many 
who'llargue fervently that System 
Shock is superior to 2K Games’ 
underwater dystopian master- 
piece, it’s hard to deny that the 
original BioShock reinforced the 
case that video games can occa- 
sionally transcend being merely 
a form of entertainment and can 
rise to the status of art. 


Want to see more spiritual successors? Check the expanded article on GamePro.com at http://bit.ly/gpro13ss 


he Shield peavided 


~ anhour of entertaining tough love 
4 thatisn’t easily forgotten. Follow- 
| @ ing the exploits of an L.A. police 


unit “strike team,” Michael Chik- 


_ lis earned an Emmy Award for his 


portrayal of Detective Vic Mackey, 
a bad apple engaged i in illegal ac- 
tivities galore, that slowly sink 


everyone around him. Ironically, . 
you can’t help but cheer Mackey | 


on—especially when he’s putting 
the screws to serious bad guys— 
but the final season’s resolution 


makes him anything but noble. 


Glenn Close and Forest Whita- © 
ker did some of their best work in 
cameo appearances, and the reg- 
ular players were a united front of 
excellence. The 88-episode 28- 
dise set comes with a 34-page 
book, a letter from series creator 
Shawn Ryan, a bonus disc with 
two new featurettes, and more, 
sonypictures.com _ 


~ $159.99 (DVD) 


SNOW WHITE AND 
| THE SEVEN DWARVES: 
_ DIAMOND EDITION 


Say How was animation 
he ) done before com-. 


puters? _ Painstak- 
ingly, and by hand. 
Possibly the most 
beloved of all Walt 
Disney Studios animated feature | 


films, 1937's Snow White and the 


Seven Dwarves underwent the 
same restoration as Pinocchio for. 


its Blu-ray debut, resulting in an 


eye- popping razor-sharp picture, 
accompanied by a flawless 7.1 
DTS-HD master audio track. The 
story of a princess who is aided _ 


_by seven friends in her struggle 
against an evil senotie: never 
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SPAWN POINT 


By McKinley Noble, Editorial Assistant 


veryone really needs to stop complain- 

ing about game delays. Yes, everyone. 

Me, you, your friends, and everyone else. 
Hey, | know it sucks when your favorite company 
pushes back a release date when their game’s 
already finished (or close to it), but what can we 
really do? If anything, game delays are like bad 
weather. We can complain about it as much as 
we want, but it’s not going to change anything. 
Saying you're not going to buy a game because 
it’s not coming out when you wanted it is pretty 
selfish. For shame! 

Don’t get me wrong, game delays suck, and 
sometimes they send a huge ripple through the 
industry. When a game gets pushed back for 
whatever reason, the publisher loses cash on 
production time, gaming journalists have to push 
back their articles, retailers lose out on potential 
sales, and the Ripple Effect of Suckitude spreads 
everywhere else in the industry. But even when 
that happens, we've all got to buckle down and 
ride it out. Yeah, that’s right. Sometimes, you’ve 
just got to bend over and take the delay. 


SQUARE ENIX SCREW JOB 


Believe it or not, most 1@ xB0x 36 = uve | 
game developers aren't eee 
just trying to screw us | 

over by delaying their | 


AAA games...unless, of 


course, you're someone 
like Square Enix. Yeah, 

| was pretty pissed off 
when they delayed Final 
Fantasy XIll just to im- ray 
prove sales in a different financial quarter. That 
sucks, and moreover, it’s a giant middle finger to 
the fans that live and breathe the franchise. It’s 
Final Fantasy. There’s no possible way it wouldn’t 
get huge sales and push consoles. But at the end 
of the day, that’s the way the dice rolls. Compa- 
nies like Square Enix are run by guys in business 
suits who fly in giant private planes, but still have 
to make money and pay their employees. Wel- 
come to the real world, kiddies. 

What most people actually don’t realize is 
companies sometimes just need a little more 
time to polish their stuff, and that’s nothing to get 
so freaking mad about. 


out Delays 


For God's Sake, Stop Whining About It 


BETTER LATE THAN NEVER 


Everyone runs late on deadlines, and game de- 


velopers are no exception. Take Batman: Arkham 
Asylum as an example. If Rocksteady had rushed 
their deadline to make their bottom line and 

crapped out the game in June, we might not have 


i uses _ _ had such a damn 
wre | ( | rather Walt good title on our 


he ext 1 few hands. If | had to 
Ss suffer through one 
months to get 
SOME NINE BOO . .vedied alndeon 
than something the inside. But that 
| ~ didn’t happen. Rock- 
that leaves me 


COT tr iy, 
hun gry 


more horrible Bat- 


man game, | would 


steady took their 
game, buffed out the 
scratches, and hit 
that sucker out of the park. That just proves when 
it comes right down to it, I’d rather wait the extra 
few months to get something good than some- 
thing that leaves me hungry. That’s why | wasn’t 
crying about the BioShock 2 delay from 2009 to 
2010. Between Marvel: Ultimate Alliance 2, Call 
of Duty: Modern Warfare 2, Assassin’s Creed ll, 
and my job, I'll have more than enough to keep 
me busy until next year. 

Personally, | used to be really spoiled about 
game releases. My “Pile of Sname”—unwrapped 
games I've bought but haven’t touched—used to 
be a mile high. Seriously, | have five unwrapped 
Harvest Moon titles crammed under my bed, just 
calling my name. Now that so many of my most- 
wanted titles have been delayed until God knows 
when, I’m actually getting a chance to play all 
the other stuff I’ve been ignoring. At the end of 
the day, | think that’s actually a good thing. Life 
is short, and | ache for the years when | had time 
to do nothing but sit in front of my TV all day, not 
bathing or bothering to eat for weeks on end. 
Man, those were awesome times. | was soo000 
thin back then. 

At this point, what gamers should really do is 
finish the games we've got, stop spamming de- 
veloper forums with hate mail and dick jokes, and 
give these guys the benefit of the doubt. Patience 
is golden. At least we have a lot of stuff to look 
forward to in 2010, right? 
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Singularity’s color palette is similar to BioShock’s, and the Time Manipulation 
Device will remind you of a couple plasmid abilities as well. 


SINGULARITY 


ey 


+ 


q ff : 


Activision shows GamePro a brand new level and let’s us get some hands-on experience with the game. 


hen we last looked at Singularity back 

in June 2009 at the E3 Expo, GamePro 

news editor Dave Rudden found the 
game unique in that, while it dealt with time 
travel, it isn’t the kind of game where you rewind 
yourself out of trouble. 

We recently got to take another look at this 
thinking man’s shooter. This time we were even 
able to go hands-on in a new never-seen-be- 
fore level set in the docks of the island you're in- 
vestigating. Placed about two-thirds of the way 
into the game, your mission is to find a way to 
bring a gigantic ship that sank 40-plus years 
ago back from the past in order to investigate 
its contents. 


COLD WAR CHILDREN 

According to the game’s senior producer Brian 
Pass, Raven Software founders Brian and Steve 
Raffel’s childhood served as the primary inspira- 
tion for Singularity. Children of the cold war era 
and fans of science fiction, the brothers decided 
to tap into their fantasy-filled explorations of an 
old nearby military base as the foundation for the 
time-distorted island at the center of this action/ 
puzzle shooter. 

Singularity is being billed as a thinking man’s 
shooter. The core premise of the game is that in 
the 1950s and 1960s, a Russian cold war exper- 
iment goes horribly wrong. The core of the ex- 
periment is Element 99, a new material known 


Revert enemies back in time to transform them into primordial sludge monsters. 


to have time-distorting properties. Any object it 
touches can be transported forward and back- 
ward in time. So, if you applied Element 99 to a 
bridge, you could make the bridge disintegrate 
because of age, but you could use Element 99 to 
roll the corrosion back as well. 

The Soviets’ goal was to create a power 
source out of this powerful new material. Un- 
fortunately, the government’s military research 
went horribly wrong and wound up pretty much 
destroying an entire island. In order to prevent 


further damage, the government sealed the 
island base off, and struck all records of its ex- 
periments. (If you’re interested in a similar real- 
world conspiracy involving the United States and 
time/place-shifting experiments, check out some 
of the wild rumors and legends about Montauk 
Island and the Philadelphia Experiment.) 


BE KIND, PLEASE REWIND 
Okay, let’s talk about the game. Fast forward 60 
years to 2010. As previously stated, you’re a pi- 


This primordial abomination is one of many you'll come in contact with. 


lot investigating some fairly wild occurrences on 
this island when you crash land. Upon setting 
foot on the island, it becomes clear that things 
are seriously wrong. Early on in your adventure, 
however, you get your hands on an interesting 
weapon called the Time Manipulation Device 
(also known as a TMD) that harnesses the power 
of Element 99 to substantial effect. 

Using the TMD (and other E99 weapons, up- 
grades, and tools) to fight, flee, and trouble shoot 
your way through the game’s missions is one of 
Singularity’s central themes. The ability to alter 
an object in the game’s stability by manipulat- 
ing time is unique. Here are some ways we saw 
it used in action. 

Revert humans. By turning time backwards 
on a human, you can basically turn them into 
a babbling, slimy-skinned primordial human 
straight out of A/tered States. 

Disintegrate humans. By turning time for- 
ward on a human, you can disintegrate them 
entirely. Given the effects if you turn back time 
on a human, does this mean there is a sublimi- 
nal message in Singularity that the human race is 
doomed and won't evolve? 


Restore broken machinery. At various points 
in our mission, we had to reassemble fairly com- 
plex pieces of machinery by restoring their. We 
also discovered lost parts by using a device called 
the Chronolight, which essentially is a flashlight 
that can illuminate objects that are out of the pres- 
ent time phase but exist in the past or future. 

Destroy and/or restore the environment. One 
other way you can use the TMD to positive or 
negative effect is by aiming it at environmental 
objects such as crates, barrels, shields, bridges, 
etc. Turn time backwards and you disintegrate 
the object or cause it to fall into disrepair. Turn 
time forward and the object is restored. 

Death by E99. Remnants of E99 lay all over 
the island. You can grab these bits and use them 
to freeze and destroy the hostile mutated insects 
and animals that inhabit the island. 

The way the TMD works is simple. You press 
the left shoulder button on the Xbox 360 control- 
ler to turn time backwards and the right shoulder 
button to turn time forward with the TMD. The 
game also comes with a bevy of other weapons 
such as pistols, assault rifles, and shotguns, all of 
which are accessible using the directional pad. 


YOU SUNK My BATTLESHIP 
Okay, back to the mission. After a short ride in a 
jeep with our friend Katya, you are tasked with 
fixing an elevator. This is easily accomplished 
by restoring the condition of a fan belt and then 
using your Chronolight to find a few parts in the 
past and then the TMD to pull those parts into 
the present. In this regard, Singularity exhibits a 
fairly significant puzzle-solving component. 

Once you fix the elevator, you ride it up to 
another floor. When you arrive, you get sucked 
into a time wave (the Russian experiments seri- 
ously destabilized the island), and you end up in 
the 1950s. You speak to the doctor who was origi- 
nally in charge of the project, who tells you about 
a massive accident that sunk a ship. 

On your way to figure out how to pull this 
sunken ship back from the past, you encounter 
a guy named Yuri, who helps you out by giving 
you a pistol that uses E99 to an interesting effect. 
When you fire a bullet with this pistol, you can 
fully control its direction. It’s like a hyper-specific 
bullet time. (| will confess that at times, | found 
myself thinking that this whole time-travel thing 
was anice ruse for coming up with some interest- 
ing weapons and weapon effects.) 

A massive shoot-out against ten plus en- 
emy soldiers in a cargo storage area allowed us 
the opportunity to experience the joys of E99 
and the TMD in combat. Combat in Singularity 
is an interesting combination of traditional first- 
person shooter mechanics and what feels like 
magical powers. One tactic | particularly appreci- 
ated was disintegrating an enemy soldier's cover, 
killing the enemy with my assault rifle, and then 
restoring the cover so that | could advance to and 
use it. 

Another great tactic was using the TMD to re- 
vert a human being back to his primal state and 
then watching him attack his former compan- 
ions. The game prevents you from over-using the 
TMD by only allowing it finite amount of power. 
If you use it too much, you'll have to wait for it to 
recharge itself. 

To be fair, it did take some time to get used 
to switching between the traditional approach 
and the TMD-inspired approach. However, it’s 
clear that there are some fairly interesting and 
powerful uses for this weapon during combat. 
We were playing a fairly late-stage mission, so 
it’s likely that the game will introduce you to the 
various gameplay skills and options as you prog- 
ress through it. 

At the very end of our mission, we used 
the TMD and Chronolight to repair a gigantic 
E99 power platform. Once repaired, this device 
brought a massive Naval battleship out of the 
past into the present. This ended our hands-on 
demonstration.— George Jones 


Race chariots through the Italian mountains in what 


looks to be one exhilarating ride. Hold on tight! 


ASSASSIN’S CREED II 


An extended walkthrough filled with poisonous a 


Hire brute mercenaries and thieves to fight by your side 


or Gause a distraction for you to slip by unnoticed. 


ur most recent closed-door demonstration 

of Assassin’s Creed II was set in an ancient, 

cobblestone-lined European city: Florence. 
Taking place right in the middle of the Renaissance, 
we witnessed 30 spectacular minutes of freeform 
gameplay that illustrates one of the ways in which 
this highly anticipated sequel will improve upon 
the original. 


For the purpose of this demo, Patrice Desi- 
lets, the game’s creative director, emphasized 
he wasn’t playing a scripted mission that would 
be part of the game’s central storyline. Instead, 
he enthused, we’d be going freeform, explor- 
ing the city of Florence and tapping into some 
of the city’s dark secrets along the way. In retro- 
spect, this demonstration also served as a great 


ssassinations and mercenaries for hire. 


example of the more varied forms of play mechan- 
ics you'll encounter in ACI. 


CROWD CONTROL 

We started off in classic Assassin’s Creed II style, 
with Ezio (the game’s new character) perched 
like Spider-Man high above the city. To the north, 
you could see the world-famous Basilica di Santa 
Maria del Fiore, the fourth largest church in the 
world, rendered in lifelike detail. To the south you 
could see the Ponte Vecchio, an ancient Florentine 
bridge that crosses the Arno River. 

Suddenly, Desilets made Ezio swan dive off 
his perch to the street below. Ezio landed in a 
large bale of hay at which point he quickly and 
brutally used his spring-activated knives to stab 
out a guard and quickly and surreptitiously drag 
his victim into the hay bale so that no one would 
notice him. 

Ezio then climbed out the hay bale and began 
walking around Florence. Assassin’s Creed II will 
continue to emphasize crowd-oriented stealth 
play. This second version will make it more intui- 
tive by displaying a small crisscross grid on the 
ground beneath Ezio and turning his immedi- 
ate surrounding crowd gray when he’s properly 
camouflaged. “Remember,” Desilets told us, “the 
game is still set in the future and Desmond is mov- 
ing through his own genetic memories with the 
help of some science fiction devices.” This ex- 
plains such anachronistic effects in the game. 


Ezio makes use of one of Leonardo da Vinci inventions. 


This secret shipyard location is home to a gauntlet of 
obstacles for Ezio to climb, swing, and jump from. 


“WHAT YA BUYING?” 

With no specific objective in mind, Ezio mean- 
dered through the streets. At one point Desilets 
had him stop at a street vendor to buy some heal- 
ing potions and some poison. Along the way, he 
generated cash by pick-pocketing the citizens of 
Florence. Each picked pocket yielded a few coins; 
it was not clear how easy or hard this would be to 
accomplish once the game is finished. 

At one point in the game, Desilets explains, 
you befriend Lorenzo de’ Medici, a real-life states- 
men and ruler of Florence during the Renaissance 
who uses Ezio’s services to eliminate his oppo- 
sition. You take on de’ Medici’s missions—all of 
which are optional—by visiting a pigeon coop in 
one of the lofts in the city. 

Unfortunately, on our ascent to the pigeon 
loft, Ezio encountered a guard. Rather than 
fight hand-to-hand on the roofs above Florence, 
Desilets chose to use one of the game’s new 


weapons—a gun—to dispatch the guard. Pow! 
Adios guard. 

The mission Ezio receives is a simple—well, 
perhaps straightforward is a better word—as- 
sassination. The target is surrounded by lots of 
guards and people making discretion tough. In an 
interesting twist, Desilets used poison to assassi- 
nate the target. The poison had an interesting side 
effect—it turned the target into a raving madman 
who began swinging his halberd around killing 
innocent victims. Desilets gleefully and wick- 
edly amplified the carnage by throwing a bunch 
of change on the ground, creating an interesting 
equation: Peasants hitting the ground for coins + 
halberd-swinging poisoned dude = carnage. 


EAGLE VISION REVEALS A DARK SECRET 

As we played, we also noticed that the Eagle Vision 
used in the first Assassin’s Creed has changed a bit. 
It's no longer channeled into the first person; instead 


the game remains in the third person but highlights 
all the objectives, people, and targets of note. 

As we scanned the map in Eagle Vision, Desi- 
lets pointed out a hidden spot located in a narrow 
corridor behind a crowded building. In order to get 
to the spot—protected by about four guards, Desi- 
lets used another of the game’s new weapons. He 
hired four mercenaries to attack the guards and 
then slipped in behind the attack. You could also 
do this another way and hire four thieves to begin 
robbing people in order to distract the guards. 

Once this little inconvenience was taken care 
of, Ezio finds a secret portal that lowered him into 
the Templar ruins below the city. Here the game 
took a decidedly Prince of Persia twist. A camera 
flyby revealed key objectives scattered around a 
cylinder-shaped building. Not surprisingly, the 
gameplay objectives were to swing and climb be- 
tween the poles, supports, and ledges in order to 
activate a series of switches, which would then 
open a series of doors. 

At one point, Ezio encounters two fairly vicious 
guards. Rather than fight them hand-to-hand, De- 
silets chose to use a smoke bomb to blind and 
distract them, and then disappeared into a side 
corridor in the ruins. Soon thereafter, he encoun- 
ters another guard, who upon seeing Ezio breaks 
and beginsrunning. This begins a chase sequence 
of gameplay where Ezio has to scamper over all 
kinds of obstacles in order to catch the guard be- 
fore he alerts his superiors. In one swift move, De- 
silets jumped Ezio from a ledge to a staircase and 
landed on top of the escaping guard, dispatching 
him with his spring-activated blades. 

After this, Ezio hears a group of men discuss- 
ing a murderous conspiracy in hushed tones. 
“Gentlemen, a new sun rises,” an older Florentine 
is telling his partners. Who or what this means re- 
mains a mystery. But what's really interesting is 
the fact that all of the above is an optional side 
mission in the game.— George Jones 
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_ Take videos of your best performances and let the community 


decide how much hip-hop you have in your blood. 


DEF JAM RAPSTAR 


Get your hip-hop karaoke fix in Def Jam Rapstar 


Ps3 | Xbox 360 | wii | 

inally, finally, we can rip and rhyme, rhyme 

and rip from the comfort of our own home. 

Def Jam Rapstar is such a simple concept— 
hip-hop karaoke—that frankly, we’re shocked the 
game has yet to find a publisher. There must be 
some weird legal or copyright hang-ups interfer- 
ing with a potential publishing deal because based 
on the 30 minutes of fun we had with the game, 
this music game feels like a sure shot winner. 


LE FRENCH Raps Too! 


The premise is super simple. Pick a song from a 
list of over 40 modern and classic hip-hop hits 
and then rhyme away. Songs we saw and/or 
butchered in our hands-on gameplay demonstra- 
tion included Kanye West’s “Gold Digger,” Young 
Jeezy’s “Put On,” Ludacris’ “Stand Up,” and one 
of our all-time favorites, “They Reminisce” by 
Pete Rock and C.L. Smooth. 

The game will also feature some regional hip- 
hop talent from Europe, including Molotov 4 from 


France. We'll confess to knowing nothing about 
the European hip-hop scene, but these French 
rappers sounded pretty cool. Unfortunately for 
us, you have to know French to rap their songs. 
And we can’t speak French. 

Ultimately, the game’s developer—Terminal 
Reality—promised us that the game would incor- 
porate the last 35 years of hip-hop, ranging from 
the very beginning of the form to modern times. 
They also assured us that, because Def Jam re- 
cently sold its music catalog, the game will consist 
of more than just Def Jam recordings. 


THIS AIN’T SINGSTAR 

Playing Def Jam Rapstar is virtually identical to 
playing Singstar or the track-singing aspect of 
Rock Band. Words come onscreen. You try to sing 
along with the tune, matching the pitch and ca- 
dence of the song’s lyrics. When the song finishes, 
you geta score indicating how well you performed 
in terms of pitch, lyrical accuracy, and flow. 

Three different modes exist in the game. Solo 
mode is exactly what it sounds like. Battle mode 
allows you to lay the smack down on your friends 
by alternating the lyrics. Just like a good old-fash- 
ioned hip-hop rhyme spree. But the game also 
features some interesting community features 
that will allow connected gamers to collaborate, 
compete, or attempt to become a real star. 

As an example, if you have a console cam- 
era, you can use it to videotape yourself rap- 
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ping. Def Jam Rapstar also features a freestyle 
mode that will allow you to flow your own home- 
made freestyle rhymes over musical loops cre- 
ated by topnotch DJs around the world. Gamers 
and the general viewing public can then rate 
your performance. In both cases, you can up- 
load your performances to a central server for 
public viewing from the game itself as well as 
from the game’s web site. A Def Jam represen- 
tative on site in Cologne even suggested that 
the record label would be monitoring these free- 
style submissions as a sort of scouting hunt for 
new talent. 

One other interesting community feature 
is that the game allows players to create affilia- 
tions or crews based on regional or affinity pref- 
erences. Theoretically, this means that a crew 
of L.A.-based Rapstar rappers could challenge 
a crew of East Coasters. Or alternatively, a crew 
of rappers who love Halo could issue a similar 
challenge.— George Jones 
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Wii MotionPlus grants you a one-to-one relationship with guns and swords. 


RED STEEL 2 


Fast, fluid, and a new Western setting. 


here’s a nice E3 demo where you learn the 

controls,” Ubisoft’s demonstrator for Red 

Steel 2 explained as he started showing 
us the game. “It’s nice and easy. This is not that. 
We're going to show you a whole bunch of new 
stuff and you're going to see what the game is like 
about halfway through.” 

What we saw—and played—impressed us 
enough that we feel confident this will be one of 
the best Wii games released in 2010. (Ubisoft tells 
us the game is scheduled for release between 
January and March.) 


Wit_b WILD WEsT 


One of the big changes in the game from the origi- 
nal Red Steel is that this sequel is set in a fantastical 
Wild West sort of environment. We say fantas- 
tical because during our sequence of gameplay 
we fought ninjas and gun-toting ninjas. Neither of 
which is standard issue in the Wild West. 

The gameplay started with a fast-paced chase 
sequence and cut scene in a desert canyon where 
you narrowly avoid death courtesy of an explod- 
ing railroad bridge. You tumble off a crashing train 
justin time and wind up in a deserted Pueblo-style 
mining town. 

In addition to a sword, the game’s hero has a 
pistol and can also carry a double barreled, sawed- 
off break-action shotgun, which is perfect for 
clearing rooms as well as ranged attacks. The core 


of the game, however, is the swordplay. We got 
some hands-on time with the controls and we can 
confirm that the WiiMotion Plus grants you a one- 
to-one relationship with the sword. This comes in 
handy in all kinds of ways during combat. 

The game’s combo system is based on com- 
bining simple actions together. As an example 
if you hold the Z button (which targets an en- 
emy) and then slash your sword, you'll perform 
a 360-degreee attack that strikes everyone. If you 
tap the A button (dash) twice, you'll perform a 
jumping attack. And if you hold the A and B but- 
tons, you'll charge your sword up. You can then 
discharge the energy at an enemy, which knocks 
them back. Or if you slash up when you discharge 
the energy, you'll flip your enemy into the air. You 
block incoming sword attacks by holding the A 
button down and moving your sword ina realistic 
blocking fashion. To block a downward slash, you 
hold the Wii controller up. To block a thrust, you 
move your sword down. 


NINJA COWBOYS 

We fought three different types of enemies dur- 
ing Our seven-minute hands-on session. First 
up were some basic grunts. Simple attacks took 
care of them. The next fights were more challeng- 
ing. We fought two different types of ninjas. One 
was armed with two swords, while the other was 
armed with a machine gun. 


The sword-toting ninja was able to easily 
dodge our gun blasts and was also able to parry 
our sword maneuvers. We had to really strike ag- 
gressively at him to knock him back a little and 
then were able to press our attack with repeated 
thrusts and slashes. Later, we discovered that 
we could charge and discharge our sword’s en- 
ergy to stun the ninja and then press the attack 
from there. 

The long-range gunning ninja was a little eas- 
ier to defeat. Once we sprinted up to him, we were 
able to slash him and cut into him pretty easily. 
The next fight was a little more challenging, be- 
cause it pitted us against one of each ninja type. 
We pretty much got our head handed to us here 
the first time. Another gaming journalist from Po- 
land was able to learn from our mistakes, thank- 
fully. He figured out that when the sword-ninja 
jumped, he was vulnerable to shotgun blasts. 
Once he understood this, he was able to keep one 
ninja at bay while defeating the other. Sigh, we 
would have figured this out eventually. 

Ubisoft promised us that we’d get a closer, 
deeper look at Red Steel 2 in the very near fu- 
ture. Stay tuned for more info. In the meantime, 
however, it’s worth noting that the game’s con- 
trols are hyper-fluid and super fast-paced. Fur- 
thermore, the new setting and improved art style 
have us very excited about the possibilities here. 
— George Jones 
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In Dead Rising Zz, nothing is cooler than killing zombies with sharpened steel 
‘moose antlers, machinegun wheelchairs, and “Ramsterballs.” 


DEAD RISING 2 


Dave and Travis fall in love with killing zombies all over again. 


rsa | xbox 260 

ow. Dead Rising 2. Wow. So we got quite 

extensive hands on time with both sin- 

gle and multiplayer components for 
the zombie slaughter fest, and have plenty to 
say about both. Let’s start with the single-player 
mode, in which we were tasked to kill 300 zom- 
bies in a section of a Fortune City casino within 10 
minutes. Doing so would grant access to one of 
the greatest weaponized vehicles of all time—the 
machine-gun wheelchair. Besides the obvious, 
here’s what else tickled our fancy in single-player. 


SINGLE PLAYER PANDEMONIUM 
What tickled our pickle most was strategizing about 
how to get the most zombie kills to earn the ma- 
chine-gun wheelchair. We had the best strategy: 
Use slicing weapons, such as samurai swords; we 
chopped our way to the machine guns and used 
them to pop zombies’ heads until we found the 
chainsaw paddles. Rinse and repeat this strategy 
and we neared 500 zombie kills in 10 minutes. Once 
we got the machine-gun wheelchair and the two- 
minute bonus round that accompanied it, a differ- 
ent strategy emerged, as we had to find “clean” 
routes that lead us to large groups of zombies, but 
kept us away from fallen chairs and other debris 
that would stop the wheelchair in its tracks. 
Multiplayer was very different indeed com- 
pared to DR2’s single player. There were four 
events in the demo we played, and Capcom reps 
said there will be more. The first was Ramsterball 


(our least favorite, yet fun nonetheless) where we 
rolled around inside giant hamster-cage balls to 
run over zombies, hit bumpers to bank points, and 
bump each other to steal points (of which Travis 
stole all of Dave’s). The second event was one of 
our favorites, called Headache. The goal in Head- 
ache was to slam as many “drill bucket” helmets 
on as many zombies as we could and then punch 
a big red button on either side of the arena to turn 


Were sure the chainsaw 
paddles, machinegun 
wheelchair, and pitchfork 
shotgun seen so far are only 


scratching the surface. 


on the drill buckets and log the points. What's 
more is each dispenser of drill buckets also gave 
players a stick of dynamite that we could use to 
blow up opponent's zombies before they got the 
points. That was bloody mess as the dynamite 
could be thrown or jammed in zombies’ mouths. 
Next came Dave’s favorite event. 

In Pounds of Flesh, a group of zombies 
spawned near the edge of a platform next to a gi- 
ant scale. We then had to use our sharpened steel 
antlers to knock the zombies onto the scale. Who- 
ever landed the most weight on the scale was the 


winner. At first it seemed like a random, chaotic 
mess, but a strategy soon became apparent. Dash- 
ing in could earn you the most weight if you hit the 
zombies at the exact right angle, but just moseying 
over and flicking the zombies in was a lower risk- 
lower reward strategy. Our performance for these 
three games served to give us either a head start or 
handicap in the mode’s main event, Slicecycles. 

In Slicecycles, contestants rode a motorcycle 
equipped with chainsaws for handlebars around 
an arena filled with zombies, some of which had 
bonus balloons over their decaying skulls. The 
goal was to slice up more zombies than the other 
contestants before time runs out. 


More MADNESS TO COME 

As fans of the first Dead Rising, we had extremely 
high expectations for the Dead Rising 2 demos, 
and man, did these exceed them. The single 
player amps up the insane combat of the original 
with awesome weapon combos. We’re sure the 
chainsaw paddles, machine-gun wheelchair, and 
pitchfork shotgun seen so far are only scratching 
the surface. While the multiplayer modes may be 
a bit too crazy and random at times (especially 
Ramsterball), the sheer craziness of the minig- 
ame concepts we've seen thus far makes the 
multiplayer well worth playing while in the com- 
pany of friends. Dead Rising 2 has easily cemented 
itself as our most anticipated game of 2010. 
— Dave Rudden and Travis Moses 
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Lightning, snakes and ninjas are par for the course in Blood Bath and Beyond. 


MATT HAZARD: 
BLOOD BATH AND BEYOND 


2.5D Is the new 2D in Matt Hazard’s latest bullet-riddled romp. 


WILL HERRING: While | certainly enjoyed the 
original Matt Hazard for the Xbox 360, | couldn't 
help but feel like the game fell victim to many of 
the same clichés it was trying to parody. I’m glad 
to see Matt Hazard returning, and I’m hoping this 
new downloadable title will fare a bit better than 
the original game. 


HEATHER BARTRON: Yes, and this time around 
Matt Hazard comes to you in a classic arcade 
Contra-style format. Matt Hazard: Blood Bath 
and Beyond is a simple shooter that utilizes a 
2.5D plane, which gives you the interesting ability 
to shoot enemies behind you. The possibility of 
killing almost doubles! 


WH: The “shoot backwards” mechanic may 
sound like a strange addition but it actually works 
very well. As enemies spawn on the playing field 
behind you, you can turn behind at any time and 
smite them before they reach the 2.5D plane. It’s 
an innovative addition that brings something 
fresh to the side-scrolling shooter genre. 


HB: There is also a nice little mini-game called 
Ragdoll Pachinko where you’re asked to drop little 
lifeless dolls down a pachinko machine and hope 


for the best. The more enemies you kill during the 
game, the more ragdolls each player gets. This 
was the highlight of my time with Blood Bath and 
Beyond, and thinking about it now | can’t help but 
smirk. Good times. 


WH: Just like Eat Lead, Blood Bath and Beyond 
allows players to blast their way through sev- 
eral themed worlds. In our time with BB&B, we 
turned several hundred baddies into target prac- 
tice in a pirate-themed world and a very cool 
ninja-themed world. The enemies change ac- 
cordingly, but the prime objective stays the same: 
kill everything. 


HB: Eat Lead tried its hardest to spoof every gam- 
ing stereotype ever created, and BB&B keeps it 
going. There are the Death Wuzzles, which mir- 
ror the super-cute Pokémon Pikachu, and mutant 
penguins that throw-up all over the place. What 
purpose the penguins serve I’m unsure of but they 
are definitely adorable! 


WH: In our short time with the game, we faced 
down a mechanized killer lighthouse and the 
“Heliphino”—a mixture of elephant and rhino sup- 
ported by a helicopter. These intense battles are 


probably the most difficult part of the game, but 
toppling your monstrous foes with a friend in co- 
op only adds to the experience. 


HB: Overall, it seems like this Matt Hazard game 
will be go above and beyond the less than stel- 
lar Eat Lead predecessor. There is just nothing like 
obliterating enemy upon enemy with your best 
friend by your side every step of the way. If you 
are as big a fan as! am of blowing things to pieces 
with your buddies then pick it up via Xbox Live 
early 2010. 
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Enter a world where adventure is a way of life and danger lurks around every 
corner. The Demon Lord has unleashed his minions in the once peaceful land of 
Taborea, and warriors, wizards and craftsmen are gathering to band together 


and drive the evil from the lands. Do you have the strength, stamina and will to 
be a leader? 
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Free-to-play, no monthly fees, free download 
Extensive dual class system (comprised of six 
primary and secondary classes) 

Versatile spell and attack combinations 
Enthralling background story 

More than 1,600 quests and quest series 
Instanced, persistent and tile-based dungeons 
Individually developable skills and spells 
Dynamic item system w/hundreds of runes for upgrading 
Optional PvP system w/arena battles and guild wars 
Regular updates with new content 
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Make ugly cars look cool with NITRO’s nifty customize and paint modes. 


NEED FOR SPEED NITRO 


Join Will and Sean as they 


WILL HERRING: | didn’t expect myself to like Need 
for Speed: NITRO as much as | did. EA Montreal 
has created a fantastically fun arcade-style racer, 
and unlike most racers on the Wii, NITRO was built 
for the console from the ground up. 


SEAN MIRKOVICH: Yeah, it’s kind of interesting to 
see a racing game as big as Need for Speed for the 
Wii. I’m not completely sold on the motion-specific 
controls yet, but it is pretty interesting, how you 
use the balance of the Wii Remote to control 
the car. 


WH: NITRO surprised me with its sheer amount of 
customization. The game has about thirty cars, in- 
cluding vehicles you can unlock as you progress 
through the game’s street racing campaign, and 
you can add all sorts of logos and specific paint 
jobs. The further you get in the game, the more 
brushes and decals you can unlock, including 
some very cool designs from TokiDoki. 


SM: | also liked the customization of your car’s de- 
sign. It seems like you can really have a lot of fun 
souping up your car. It’s no small feat to make a 
VW bus look bad-ass, but EA Montreal pulls it off 
pretty well. The painting aspect kind of reminded 
_ me ofthe SNES classic Mario Paint. 


the difference. 


drift through the finer points of the Wii's promising new racer. 


WH: One of the more interesting aspects of NI- 
TRO is how the game handles vehicle damage. 
The more you crash, the more wrecked your car 
becomes. There are some pick-ups you can drive 
over, however, including a gear that will tune-up 
your mess of a car. You can also pick up shields 
that will momentarily make your car impervious 
to damage. 

SM: It’s a little tricky, getting those gear pick-ups, 
but once you get the hang of it it’s kind of fun. | 
also liked the ability to use the police as weapons 
against enemy racers. The more attention you at- 
tract, the more “Heat” you gather, which you can 
then throw at your fellow racers, then sit back and 
watch the cops take ‘em down. It’s a neat perk, and 
really reminded me of the battle in Mario Kart. 


WH: The indisputable theme of NITRO is, not sur- 
prisingly, speed. Each player has a Boost meter that 
will activate the titular Nitro ability. Nitro can eas- 
ily put you at the front of the pack, and it really 
helps add to the urgency that the game 
entails. This also compliments the 
game’s drifting and drafting 
features, which, when used 
correctly, can make all of 


SM: It really does. It’s actually pretty hard to pick 
up the controls from the get-go, but once you learn 
how to drift via flicking the B button, it becomes 
almost strategic and vital for winning the race. If 
you can’t master the drift, then you're more than 
likely going to find yourself almost permanently 
in eighth place. In that aspect, | suppose there’s 
a new kind of tactical advantage to the speed-in- 
fused gameplay. 


WH: Speed demons worldwide will be able to pick 
up Need For Speed: NITRO in mid-November. 


SM: So if you're looking for a new and interesting 
take on the Need for Speed franchise and a fan of 
the Nintendo Wii, NITRO is something you should 
definitely look into. 
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Savage new enemies, combat-infused 

puzzles, and a hulking gladiator 

from Hell who wants your head 
on a platter. 


For many gamers, 
including myself, the 
release of anew God 
of War gameisa 
momentous occasion 
that’s bigger than the 
Super Bowl. Inatime 
where video games are 
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~ atE3 2008, you probably havea 
Fe crelig di dlicden why there’s'a 
_ tremendous amount of excitement _ 


* puilt up around Kratos’ first-foray : 


*:* “onthe PlayStation 3. And if you’ re 
_ still wondering what the big deal 

is all about, keep reading our 
exclusive look at God of War III. _ 
— By Patrick Shaw 
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He's baaack! 
Kratos returns to spill the 
blood of his enemies and 


finally get his revenge. First 
up to die: these monstrous 


goat men. 
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In the 63 trailer God of Wars 
merciless anti-nero Kratos butchers 


nis way through a horde of new 
aeeressors inclucing a centaur a 
cnimera anc. the god of the sun 


Melos himself who he brutally 
beneads by slowly ripping his 
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My sneak peak at new God of War Ill gameplay 
began with the ascent and descent scenarios. If 
you remember the end of the GoW III demo from 
E3, it concludes Kratos with donning his Icarus 
Wings to soar up a dark tunnel with a huge chain 
running through the middle of it. The following 
is what happens right after that scene ends. 


\V 


were a unk Of string cheese. 


As Kratos, we flew up the passageway, and 
a brand-new feature was demonstrated where 
he could perform a midair dodge to avoid fall- 
ing debris and smoldering boulders by hitting 
the right analog stick. Keep in mind you're flying 
right through the guts of Mt. Olympus, which 
is as high as the earth is wide, so there’s a lot 
of wreckage and beams you need to dodge to 
avoid getting smashed like a bug on the wind- 


shield of a vehicle that’s going a hundred miles 
an hour. It’s oddly reminiscent of the scene from 
Return of the Jedi where Lando is traveling 
through the inside of the Death Star at a blind- 
ingly fast speed. 

A light at the end of the tunnel coming from 
a large room eventually cut through the dark- 
ness. Once we reached this new area, Kratos 
was forced to use a combination of techniques 
including grappling, wall climbing, and dodging 
in order to survive because the room was col- 
lapsing all around him. We then dove into an- 
other tunnel and got to experience the chaos we 
had just flown out of...this time in reverse. 

At this point, the gameplay changed com- 
pletely. You’re not only catching up to the very 
debris you were just evading as you’re plummet- 
ing down the chasm, you're also falling faster 
and faster the further you go, which makes 
movement incredibly more difficult. “It’s sort of 
like the skydiving scene from Point Break,” adds 
Asmussen, referring to the scene where Keanu 
Reeves and the late Patrick Swayze were able 
to maneuver their bodies as they’re falling at 
breakneck speeds. 


Kratos eventually dropped out of the seemingly 
bottomless pit into a huge set piece, which is 
where the Three Judges of Hades hold court. 
This dreadful place is where they decide who 
among the dead get to go to Elysium and who 
will suffer eternally in Tartarus. The Judges are 
enormous statues, each roughly the size of The 
Colossus of Rhodes from God of War Il. 

Blood red beams of light shot out of the eyes 
of the stone giants and shined on Kratos as if 
he was the one being judged. We discovered 
that Kratos could manipulate the Judges’ heads 
to move their laser gaze around the sprawling 


room. Aiming it at another judge 
could be done to begin solving this 
large-scale puzzle, which the devel- 
opment team revealed to be “one 
of the biggest God of War puzzles 
to date.” 

The court of the Three Judges 
of Hades is a striking example of 
the attention to detail in God of War 
Ill. On the PlayStation 3, you can 
marvel at the individual cracks and 
complex textures on the surfaces of 
buildings like never before. There 
were even realistic rats that scur- 
ried around Kratos’ feet that helped 
bring this area to life. 


Known at this stage in God of War 
IIl’s development as “The Mystical 
Caverns,” the next area revealed 
was a grotto riddled with thick sta- 
lactites and was hardly a place 
you'd normally associate with any- 
thing “mystical.” 

The caverns were crawling with enemies, 
and as Kratos began his onslaught he was able 
to shatter them to bloodied bits with his Cestus 
gloves, immensely devastating tools of destruc- 
tion new to God of War Ill. 

These underling undead soldiers were no 
match for the wrath of Kratos and his Cestus, 
but soon the blue-fleshed Siren showed up to 
the party and turned out to be a much more 


BEAUTIFUL 
BLOODSHED 


formidable adversary. As she let out 
her glass-exploding banshee shrieks, 
the Siren moved around the room 
with remarkable swiftness, but Kra- 
tos was eventually able to pin her 
down and then repeatedly bash her 
face into the floor, ending her once 
and for all. 

In the next area that led to a 
massive door, Kratos faced off 
against a Centaur more ripped than 
Schwarzenegger back in his weight- 
lifting competition days. Kratos con- 
centrated on slaying the quadrupedal 
beast as lesser enemies flanked him, 
and served more as an annoyance 
than a genuine threat. 

God of War Ill differs from its pre- 
decessors in that you’re constantly 
battling an assortment of enemies 
rather than just a group of the same 
enemy type. This evolution in combat 
demands that the player implement 


vious God of War game, and proves 

that the series is more than just mind- 
less hack-n-slash. During this bloody brawl, | 
could also see the motion blur around Kratos’ 
arms and Blades as he slaughtered his enemies, 
which is another level of polish the team had just 
added to intensify God of War III's combat. 


Aside from tearing enemies of all shapes and 
sizes limb from limb, puzzle-solving has been a 


strategy into fights more than any pre- - 


staple of the God of War series since its incep- 
tion, and God of War Ill is no exception. In one 
puzzle, Kratos entered a cube-shaped room 
that was the puzzle itself. But this deathtrap was 
more akin to Pinhead’s puzzle cube from Hell- 
raiser than any Rubik’s cube. 

The scenario merged combat with puzzle 
solving as Kratos had to kill a room full of en- 
emies while timed spikes burst out of the floor. 
Failing to stab your Athena’s Blades into a 
nearby flying harpy would result in the room 
grating off Krato’s pale flesh with its razor-sharp 
barbs as if he were a man-shaped slab of feta 
cheese. The room was also rotating, so the floor 
Kratos was standing on soon became the wall or 
ceiling. It’s quite a lot to think about while simul- 
taneously fending off attackers. 

| also saw something called the portal puz- 
zle, which was solved when a ballista was fired 
through giant mirror-like portals so Kratos could 
pull himself along a rope attached to the ballista. 
The portal puzzles were described as something 
not mandatory for the player to complete, but as 
optional brainteasers that will allow you to earn 
bonuses such as PS3 trophies. 

There’s no question about it: the wait until 
March 2010 is going to be excruciating for many 
gamers, but hopefully the new gameplay details 
and enemies Sony shared with us in this exclu- 
sive look will make the wait for God of War Ill a 
bit more bearable. * 


Without question, 

God of War III's enemy-laden 
environments are impressively 
huge. This terrace is only a 
small piece of this giant 
Set piece. 


GamePro: One of the things you guys eliminated at 
some point in the development process was the Sixaxis 


support. Are you completely done with it? 


Stig Asmussen (Director): No. We're not 
currently using it, but that doesn’t mean we 
won't get something in there by the time it ships. 
| can see a lot of different uses for it. We're try- 
ing to get everything done with God of War III 
first. But that’s something that | would like to 
use, if it feels really good. There’s no reason why 
we can't include pulling off quick yanking mo- 
tions. We wouldn't use it for getting on a balance 
beam or anything like that. 


| don’t want to do precision control. 
It doesn’t really suit the game or the kind of 
things you would expect Kratos to do. For 
example, when ripping off Helios’s head, 
maybe you can shake the controller violently 
to decapitate him...if you choose to do that. 


GP: In God of War III, it looks like you really bridged 
the gap between cutscenes and in-game graphics. Now 
it’s almost not even noticeable. Are there even cutscenes 


in the game anymore? 


SA: That’s something we've always strived to 
get better and better at. | think God of War II did 


it 


- L 


Hhat exist in reality 


In reality, we'll have 
characters that are 
as big as the Sears 
Tower and the 
Empire State Buildi 


—Ken Feldman : 


ted: 2s 


This char-fleshed 


it definitely better than God of War, 
and God of War did that really well 
for a game of its time. One of the is- 
sues you're constantly dealing with 
is you have things running in the 
game’s engine, assets running as 
an MPEG, and then you've got the 
high-resolution footage. 

Bridging the gap between them, 
it always creates a whole new se- 
ries of problems. In God of War Il, 
we could never get the quality of 
compression for the high-res assets or the in- 
game assets to match those same in-game as- 
sets. Plus, they don’t run at 60 frames per 
second; they run at 30. So, even if you got the 
compression completely dialed in, your eyes 
will still notice the subtle change. 

And then you have the high-res stuff, such 
as beautiful high-res cinematics we had in the 
first game. We look at those and said “we think 
we can do this, or do better than this, with in- 
game graphics.” And if you look at the trailer we 
put out, with the Titans scaling Olympus, that’s 
all in-game footage, and it looks better than the 
high-res cinematics we did in God of War Il. 

So, we achieved that. 


GP: The brutally difficult challenge rooms have always 
been something for the player to look forward to once 
they've completed a God of War game. How are you going 
about putting them in God of War III? 


SA: Let's talk about online, one of the things we 
discussed earlier. lt would make a lot of sense to 
be able to download them. That’s something we 
might see in the future. So, maybe you'll see the 
game ship with a certain amount of challenges 
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On it, then later on, we might release 
a download pack with new chal- 
lenges. It’s a good way to keep the 
series going. 

We have different enemy types 
to work with, and the enemies do 
lots of different things. Challenges 
are usually based off mechanics 
that are built in the game, so all the 
new mechanics will allow us to do 
different challenges. For example, 
now that you have a rideable crea- 
ture, maybe we'll put in a challenge where in 
a certain amount of time you have to get ona 
Cyclops and kill a certain amount of enemies. 
Or, maybe you have to use the Cyclops to get 
through a certain type of hazard or area or 
something like that. 

So, the new game mechanics are what al- 
low us to create new challenges. Those are 
something that we usually do really late in de- 
velopment, and we haven't even started on the 
challenges yet. There are some ideas in people’s 
heads and ideas on paper. It'll be interesting 
to see what we come up with in the next two 
months. 


GP: God of War is based partially in Greek mythology, 
so how much time do you guys spend researching stuff for 
characters and environments? Do you ever feel like you ve 
done everything or exhausted all of Greek mythology? Do 


you ever feel like you're running out of areas to explore? 


Ken Feldman (Art Director): When we first 
started, we didn’t really set out to limit ourselves 
to Greek mythology or simply the story of Greek 
mythology. That’s why we created Kratos and 
built our own story around that. We didn’t want 


to just hold true to everything and be too real- 
istic. We wanted to be able to visually and con- 
ceptually do anything we wanted. If we wanted 
to make a prison level, we made a prison level. If 
we wanted hostages on a ship, we can do that. 
We just have to put a Greek column and some 
Greek trim in there so it kind of looks Greek, but 
beyond that, we can go anywhere we want. 

A lot of times, places we decided to go 
aren't even things that exist in reality. In real- 
ity, we'll have characters that are as big as the 
Sears Tower and the Empire State Building. 
There’s a lot of different places we can still take 
the game, and | think we are taking it there in 
God of War Ill. 


GP: It’s been said that God of War IIT will put an end 
to the trilogy. Is it really going to be the last game? Could 
this really be the end of Kratos? 


Todd Papy (Design Director): It’s basically 
going to finish this story that we're telling 
about Kratos. Whether we reserve the right 
to do other God of War games in the future, 
| don’t know. A lot of us have been working 
on this project for quite a while. A little break 
might be welcomed. 

But this is a story that started with God of 
War I, continued with God of War Il, and now 
we're completing it with God of War Ill. 


GP: So fans will definitely feel like the story arc has come 
toa conclusion, and they'll finally feel closure? 


TP: God, | hope so. Basically, all the cliffhang- 
ers and all that stuff should be told, so there 
shouldn't be any more questions that the 
players have. * 


I.God of War 
Collection 

PS3 ¢ $39.99 

Think of this as a refresher 
course and the best way to pre- 
pare for GoW Ill. This bundle 
comes with both God of War 
and God of War Il, completely 
remastered in high-definition for 
the PS3, along with trophy sup- 
port. The E3 God of War IIIl demo 
is icing on the carnage cake. 


II. God of War: 
Chains of Olympus 
PSP ¢ $19.99 

Don’t make the colossal mis- 
take of passing this one up be- 
cause it’s a PSP game. Chains 
of Olympus is no watered 
down God of War experience: 
It features epic boss fights, 
such as one against a terrifying 
Basilisk, and one of the coolest 
God of War weapons ever, the 
Gauntlet of Zeus. 


Ill. Dante’s Inferno 
PS3 and Xbox 360 ¢ $59.99 
Say what you want, but 
Dante’s Inferno (due in early 
2010) is no poor man’s God of 
War. Sure, it’s borrowed some 


God of War III 


eas. fefecious three- hendaa bande now 
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of the qualities that have made 
GoW so beloved a franchise 
(such as larger-than-life boss 
battles against monstrous ene- 
mies), but who cares? Besides, 
there’s nothing wrong with 
borrowing as long as your aim 
is to makes things better. 


IV. NECA’s God 

of War Action 
Figures 
www.toywiz.com *® $25-$145 
NECA’s God of War figures 
aren't your little brother’s 
toys. Among the quality 
line of action figures are 
several different ver- 
sions of Kratos, 

including a 


V. God of War: 
Betrayal 


sinister-looking Dark Odyssey 
Kratos, as well as a life-size 
replica of his trademark Ath- 
ena’s Blade weapon. 


info stone. : 
Mobile ¢ $8 
It’s areal shame that hardly 
anyone has played the God of 
War cell phone game, which 
received high praise from gam- 
ing press. Maybe we'll see it 
as an unlockable in a future 
GoW game, but until then 
you should complete your 
God of War collection by 
picking up this surpris- 
ingly good action side- 
scroller. * 


Dy 
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NOTAUR 


This fii hee half-man, half-bull monster has 
definitely been working out since we last _ 


saw himin God of War ll. On top of his men- 


acing new size, the Minotaur looks a ‘hell of S 
a lot more realistic as you can even seethe 
individual hairs on its brewny chest. x 
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GamePro Labs is a new service for independent 
game developers working on Microsoft's XNA 
platform. Benefits include: 


® Publishing your games under the GamePro brand. 
® Regular promotion in GamePro magazine. 


® A publisher account on GamePro.com, giving you exclusive 
developer community access and promotional tools. 


® Management of all distribution relationships with Microsoft, 
Apple, and others who sell your games. 


® A monthly check from GamePro for all units sold. 


Go build great games and let GamePro do the rest. 


wwwW.gamepro.com/labs 
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“Heavy 


his scene can play out about 15 different 

ways.” Sony producer Petro Piaseckyj is sit- 

ting at his desk, trying to ignore a pain he’s had 
in his stomach for the past few days, and generally 
looking like he hasn't had a good night sleep ina 
while. His current mental state mirrors that of the 
on-screen character Scott Shelby, a middle-aged 
detective who's trying his best to sort out a whirl- 
wind of thoughts and feelings while relentlessly 
searching for a murderer on the loose: The Ori- 
gami Killer. Shelby’s search has led him to a con- 
venience store owned by a man named Hassan, 
whose son was brutally murdered by The Origami 
Killer. Questioning Hassan requires the player to 
view the thoughts going through Shelby’s head, 
and then make achoice. Thoughts are represented 
in the game by a swirling group of words floating 
above the character’s head, and can be chosen by 
clicking the designated face button. Though reluc- 
tant at first to talk about his son’s death Hassan 
eventually starts to open up, but then a new prob- 
lem walks right into the store. 

“Each scene is a rubber band that can be 
stretched and pulled, but the game will never al- 
low you to break it,” asserts Piaseckyj. While 
Shelby is looking for some medicine in the store, 
a shady looking character walks in and holds Has- 
san at gunpoint, telling him to empty out his cash 
register. “This is one of many moments where the 


Rain 


player’s morals and ethics will be called into play,” 
Piaseckyj tells me. | wasn’t willing at first to get in- 
volved between the crook and the shop keeper, so 
keeping Shelby hidden at the back of the store | 
watched as the crook eventually turned to murder, 
shooting Hassan at point blank range. Now | was 
left with no clues about The Origami Killer, and a 
dead shop owner to deal with. “Let’s go through 
this scene again, andtry ita little differently,” says 
Piaseckyj. We start the scene again, but this time 
we approach the crook and talk him down from 
robbing the store. We try it again and grab a whis- 
key bottle, smashing it over the crook’s head. We 
go through it one more time and accidently step 
on some spilled potato chips in the aisle, alerting 
the crook of our presence. We try to talk him down 
again but he won't budge this time, so we eventu- 


ally get close enough to punch him using a sixaxis 


motion-controlled quick-time event. With Hassan 
saved we get integral clues to use in our search for 
The Origami Killer. a 
Scenes like this are common place in Heavy 
Rain, and will constantly lead players down new 
paths and sometimes close others. The incredibly 
realistic characters and environments perfectly 
compliment the mature nature of the story, and 
will please those looking to choose their own ad- 
venture in early 2010. = : 
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White Knight 
Chronicles 


eveloper Level 5 has a knack for RPGs. Dark Cloud, Dragon Quest VIII 

and Rogue Galaxy are among their successes, and they’re now bringing 
White Knight Chronicles to the plate, and more importantly, to the PS3. 
Instead of taking the traditional route of allowing gamers to follow a 
group of adventures through the story, Chronicles allows players to create 
their own in game avatar, who becomes involved with the storyline charac- 
ters from an outside perspective (your avatar will start the game working 
in a wine shop with one of the main characters). The avatars can be wildly 
modified; choose their race, clothing, facial structure, even nose length. The 


depth to the avatar customization is impressive, and no two avatars should 
look even slightly similar. 


. The game utilizes a pseudo-real time battle system, akin to games like 
Final Fantasy XIl. Traveling across the world map, your party will encounter 
enemies in real time, and characters can be set with certain battle parame- 
ters while players control one character at a time. When you're not explor- 
ing the main game world, players can create their own town (a la Dark Cloud) 
called a Georama, filled with shops and townsfolk that can be acquired in the 
main game. Players can also log into Geonet (Chronicles’ in-game social me- 
dia site) to visit other players’ Georamas to gain new items and take part in 
online quests, providing countless hours of playtime. Look for White Knight 
Chronicles in early 2010. 


Rescuing humans trom underground tunnels has 
iti never been this fun. 


n side school shooter with a twist, _ Pixeljunk He ee takes OQ Games! 
quirky game design style and pushes it even further. Players are tasked 
with piloting in a ship in underground caverns to rescue humans 
trapped down below. Ships can be used to interact with the environment by 
picking up certain powerups, such as amagma cannon that can melt through 
icy areas or a water cannon that turns lava into solid rock. Though there is 
no damage gauge, a player's ship will heat up quickly if hit by an enemy or if 
they get too close to any of the various liquids in the game, such as lava ora 
magnetic goo-like liquid which we saw in a later level. 
The team showed off a new area called Deeper into the Mines, which fea- i 


tured the magnetic liquid. Getting too close would cause the ship to attract * 
the liquid, heating up the ship extremely fast. In co-op, the liquid would grav- - LocoRoco i. — 
Midi arniv al 


itate towards the ships even faster if they were near each other. This world 
also had a more mechanical look to it than other levels we saw, with spiked 
bon} Those cute bouncey blobs are pails ready to rol 
fester than e ever 


pillars constantly causing a threat to the ships. Deeper into the Mines also . 
required us to use our ship’s claw (which is normally used for picking up hu- 
mans) to pull plugs scattered throughout the area in order to progress. We 
can’t wait to see more of O Games’ latest title. SSN 


idnight Carnival; is the eee third outing on the PSP, and adds a fe 
new twists to the series’ “tilt and roll” gameplay. First off, the game 
allows for a more powerful jump called “boing” and chaining boings : 
together will net players a ton of points. Players are still tasked with collect- oe 
ing fruit to bulk up their LocoRocos, but the game puts more emphasison —_— 
getting through the stages as fast as possible, The game was also designed = 
with the PSP Go in mind as the entire game—from the menus to the actual — 
gameplay—can be controlled solely using the shoulder buttons, 5 ne 
the entire experience very user-friendly. eS 
The world of Midnight Carnival is alive with moving gears one fo — 
house-like areas, giving it a different look and feel than the pasttwo games. _ 
Getting through the levels fast enough will earn player's bragging rights, aS 
the game will have global leaderboards set up to track the fastest level pla | 
throughs. The top players can also record their playthroughs and upload 
them onto the Midnight Carnival site for other players to see just how the 
got through the levels so fast. Start practicing now, because the competi 
tion is going to be fierce when Carnival rolls to the PSP Go soon 


acy Another mind-bending puzzler from the brains 


behind Echochrome 


he creators of Echoshift prefer to call it a “self co-op” puzzle game. In 

the same vein as other time-manipulating games like Braid, Echoshift re- 

quires the player to record “ghosts” of their playthoughs to hit switches, 
raise platforms, etc. in order to complete each puzzle; the catch is that play- 
ers Only have a certain amount of time to complete tasks with the on-screen 
character (yes, the mannequin man is back). Scoring high in Echoshift means 
using the fewest number of ghosts to complete puzzles, and will definitely 
put players’ brains to good use. 

Utilizing the ghosts works differently in each Echoshift puzzle, and find- 
ing out exactly what tasks to perform first takes some practice. One level 
we played required not only using the ghosts to hit switches, but getting 
enough ghosts to hold up a large boulder that dropped right in front of the 
exit. Though the game has the same relaxing feel as Echochrome, the time 
limits set for the ghosts really add a level of anxiety to the puzzle solving. 
With over 60 puzzles available and even more coming post launch, puzzle 
lovers should have a lot to look forward to. 


Q Games supreme version of the most addicting 
tower defense game ever made brings the goods. 


tu ing anew island called Gati Gati, 


ii 


ir point across without having to say anything aloud. Fans looking to 
nsters on the go should definitely check out Deluxe. 


Fat Princess: 
Fistful of Cake 


PSP owners can finally get their fingers on Fat Prin- 
<3 cess, and they'l get a whole lot of extras as well. 


he cake-loving princess is moving to the PSP, and with that comes over 
50% more content to the already packed multiplayer experience. Devel- 
oped By Supervillains Studios, the game will stil} support multiplayer 


pervillians, I’m sure). The game comes packed with four new maps as well as 
new play modes, ‘such asa “king of the hill” mode called Grim Reaper whi he 


cus on taking down. For cake lovers and PSP owners alike, Fistful of C Cake 


tleBigPlanet PSP 


Level creation on the go and a brand new adventure 
await gamers in LBP PSP. 


made the j journey to Sony’ s portable. In addition to 
son the go, LBP PSP adds 30 new levels to the mix. 
ohG stralian Walkabout stage, which was about ¢ as cute as 


- ae 
Feature = 
is the season, some’. when the leaves start 
oO 


to turn and the store shelves fill up with excit- 
ing new releases. Friends and families gather 
around the dinner table to enjoy each other’s com- 
7 pany and to celebrate the joy that comes from being 
together. Oh, and they also get together to exchange 
a mountain of gifts. We’re not saying one is more im- 
portant than the other but we'll leave it to you to make 
= nice with your loved ones and concentrate on offer- 
1@ & ing up some awesome gift ideas instead. Whether 
you're shopping for yourself or for a loved one, the 
following games, gadgets and gear will make their 
all a wonderful holidays. Regardless of how you cel- 
ebrate the upcoming holiday season, we hope it’s 
* full of fun and joy. Also, be sure to stop by GamePro. 
. * com as we will have an expanded online Holiday Gift 
Your guide to all the hot gadgets and Guide with even more gift ideas! 
toys for the upcoming holidays. rs . 
A IMA NR Brian Azzarello is one of the best comic book writ- 
a8 ™ ers currently plying his trade in the funny pages and 
100 Bullets is his magnum opus. Tightly written with 
gritty art provided by the talented Eduaro Risso, 
100 Bullets is a dark tale full of greed, betrayal, and 
blood. Though the story does get a little unwieldy at 
nal conclusion with the release of the 100th issue so 
the time is right for you to get caught up on the pulpy 
mess. We recommend the trade paperbacks which 
collects several issues into one volume. 
dccomics.com/vertigo 
Price varies 


holidays a holly, jolly time indeed. 
And on that note, le; take the time to wish you 
times, Azzarello does a masterful job of keeping all 
the plates up in the air. The series just reached its fi- 


The Graveyard Book 


_,Neil Gaiman’s Graveyard Book won a Newbery 
‘Medal, a distinction which is given to “the author 
of the most distinguished contribution to American 
literature for children.” The Graveyard Book defi- 
nitely deserves the honor (he should have won it for 
his equally amazing Coraline as well). Following the 
adventures of an orphan boy named Bod who is ad- 
opted by a cemetary full of ghosts, The Graveyard 
Book is a spooky and engaging tale that young read- 
ers and adults can both enjoy. We suggest parents 
read it to their children or better yet, have your chil- Ps 
_ dren read it to you inalad. ™ iPod Nano 
® thegraveyardbook.com Another year, another iPod: it’s like clockwork, isn’t 
it? But just when you thought the iPod was getting 
old, Apple has to go and update it with some slick 
_ 4 new features that make it irresistible. Their new Nano 
: ae now has a built-in camera for taking and uploading 
: clips to YouTube; it’s also sporting a bigger screen 
and an FM tuner. And thanks to a new and improved 
iTunes, the iPod just became relevant again and the 
Nano is the sweet spot for music lovers, as far as 
we’re concerned. 
apple.com 
$149 (8GB); $179 (16GB) 
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Zazzle Skateboards | 


Zazzle.com is a one-stop shop for ail sorts of 
cool apparel and gear, but what caught our 
eyes were their awesome skateboard decks. 
They have a variety of video game themed #5 
decks but our favorite is the Gamers deck = 
with the cool homage to the classic NES 
controller (you can buy just the deck or get 
a complete board). If that doesn’t float your 
boat, head over to their website and do some 
browsing: chances are, you're going to find * 
something worth buying. \ 
* 


zazzle.com 
$59.99 (deck only) 
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Home Movies [0th Anniversary Edition Box Set 


A personal favorite of reviews editor Tae K. Kim, Home Movies was, during its brief run, one of the best 
animated shows of all time. With smart writing and a hilariously unique visual style, this brainchild of co- 
median Brendan Small (currently melting your faces with his new show, Metalocalypse) provides the per- 
fect blend of brainy humor and silly shenanigans. This amazing box set from Shout! Factory is a fantastic 
package, complete with every episode and some awesome extras. We highly recommend it. 
shoutfactory.com whe 

$129.99 7 


By 


Star Trek on Blu-ray : 


There are a ton of other high-profile Blu-rays and DVDs coming out this year but we're going 
with an office favorite: J.J. Abrams, mastermind behind Lost and Alias, did a fantastic job of 
pumping new life into the classic sci-fi franchise Star Trek and we suggest you relive the adven- 
ture in full 1080p glory. Hey J.J., maybe you can work your magic on another high profile sci-fi 
franchise next? Not that we’d “Force” your hand or anything (ooh, bad pun is bad). 

* startrekmovie.com 
$39.99 
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Creative Soundblaster Wireless for iTunes 


Creative makes some awesome MP3 players of their own (check out their Zen line) but they 
also make some sweet audio accessories like this wireless receiver which lets you stream 
music from your PC to any set of speakers. You simply plug in a USB stick to your PC, con- 
nect your speakers to the wireless receiver and start streaming your tunes. It’s a slick and el- 
egant solution that will let you pump your vast music collection to any room in your house. 
What more do you need? : 

creative.com 
$99.99 


SIGG Classic Waterbottle 


That old adage about needing eight to 10 glasses of water has been proven to be false (go * 
check out snopes.com if you don’t believe us) but you still need to take in plenty of fluids 
during the day to stay hydrated and healthy. And no, soda and energy drinks don’t count! In- 
stead, get a SIGG waterbottle and fill it up with filtered water. These metal bottles are sturdy 

and best of all, you can get your own custom graphic printed on it. Here, we’ve customized 

one with a neat graphic from Scribblenauts but you cam getanything you want printed on it. 

It’s a great way to show off your gamer cred and stay hydre 
mysigg.com 

$27.99 (with custom graphic) 
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Sony PlayStation 3 


Armed with a new slim form factor and a reduged price, the time is right for the 
PS3 to gain some ground on its competitors. Sure, having God of War Ill ready 
in time for the holidays would have been a major ,coup, but PS3 owners have 
some incredible offerings to choose from, including a slick Blu-ray complia- 
tion that packages Kratos’ two previous adventures into one bundle. 


5 Must- Hove Holldey PS3 Titles 
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playstation.com 
Ratchet and Beatles: Uncharted 2: The Saboteur God of War $299 (Slim) 
Clank Future: A Rock Band Among Thieves Collection 

Crack in Time 


* 


eee se - 
SonyPSP , 


Sire, the PSPGo! is the new hotness but for our money, the PSP-3000 is playstation.com 
the better bargain. For one, it’s much cheaper and for another, you'll get $249 (PSP Go!) 
access to the existing UMD library. Sure, Go! is slick and futuristic but for $179 (PSP 3000) 
now, we're recommending the PSP-3000 as the better overall bargain. 


Regardless of which one you choose though, you'll be getting your hands 
on a slick product. 


5 Must- Have Holiday PSP Titles 


S eran rons 


GranTurismo LittleBigPlanet Soulcalibur: Shin Megami __ Assassin’s Creed: 
te be Broken Destiny Tensei: Bloodlines 


. TT ee=e 
Microsoft Xbox 360 i 


The Xbox 360 is going strong with a sexy newypirice tag (the Elite version clocks in at ie 
$299), a robust library of games, and a slick o} service that lets you play games, 
watch Netflix movies, and manage your Facebook profile. A new Halo title heads the list 

of Xbox 360 must-haves but there are plenty more to choose from thanks to the deep 

back catalog of games. 


3 Must-Have Holiday 360 Titles 


* 


xbox.com 
$299 (Elite) 


CallofDuty: § Dante’sInferno Tom Clancy's Mass Effect 2 
Modern = Splinter Cell: 
Warfare 2 : Conviction 


Nintendo Wii 


Nintendo’s loveable console has something for everyone, from family hits 
to mature games for the hardcore gamer. As we went to press, there were 
even rumors circulating about a possible price drop to $199. Regardless of 
whether that’s true or not, the Wii is going to be a must-have item on every 


gamer’s wish list; bye nen again, considering how well it sold, there prob- 
ably aren't many families who don’t already own a Wii. 


5 Must- Have Holiday Wii Titles 


3 : a. > ' 
% = a 
‘er 
: 


ARO HOS wi 
A Boy and New Super Dead Space Silent Hill: 
His Blob Mario Bros. Extraction Shattered 
Wii Memories 


Nintendo DSi 


Nintendo continues its handheld dominance with the fantastic DSi. Not only 
can it play the entire DS catalogue but the DSiware service is home to some 
great downloadable hits like Pictobits and Base 10. Throw in the dual cam- 
eras and the Facebook functionality and the DSi might replace your iPhone 
as the only digital mobile device you need. 


Scribblenauts Space Invaders The Legend of Spore Hero Arena Cooking Mama 3: 
Extreme 2 Zelda: Spirit Shop & Chop 


_ Tracks 


nintendo.com 
$199.99 


nintendo.com 
$169.99 


PC Gamers Unite! 


The PC is often overlooked but there’s no shortage of amazing holiday titles on the store 
shelves. PC gamers also have some fantastic 2010 titles like Stareraft Il and Diablo III to 
look forward to as well as amazing online services like Steam and GoG.com. Oh, and 
see that sexy PC system there in the background? That system comes courtesy of our 
friends at Alienware. Go check out The Bonus Level at the back of the reviews section 
for more info on this amazing machine. 


5 Must-Have Holiday PC Titles 
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Command & Dragon Age: Borderlands Left for Dead 2 


Conquer 4 Origins 


LEFTa peagp 


| Drake — Street 
| Clothes 


: Drake — Heist 
| Gear 


Drake — Winter 
Gear 
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| Drake — Dirty 
and Beat-up 


Drake — 


Rant 
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Chloe — Street 
Clothes 


| Chloe - Winter 
| Gear 


| Flynn — Street 


' Clothes 
{ 


| Flynn — Heist 
| Gear 


| Flynn — Winter 
| Jacket 


| Elena — Street 
Clothes 


Doughnut Drake 


Cannot be purchased until you 


iis _ have beaten the game 


_ Cannot be purchased until you 


$10,000 | have beaten the game 


- Cannot be purchased until you 


| 
| $20,000 _ have Drake - Heist Gear 


Cannot be purchased until you 
_ have Drake — Heist Gear 


$20,000 


Cannot be purchased until you 
| have Drake — Winter Gear and 
| Drake - Dirty and Beat-up 


$50,000 


Cannot be purchased until you 


$5,000 _ have beaten the game 


Cannot be purchased until you 
' have Flynn — Heist Gear and 
; Flynn — Winter Jacket 


$20,000 


| Cannot be purchased until you 


$5,000 | have Chloe - Street Clothes 


Cannot be purchased until you 


$10,000 | have Flynn — Street Clothes 


| Cannot be purchased until you 


$10,000 have Flynn — Street Clothes 


Cannot be purchased until you 


$5,000 | have beaten the game 


Elena — Winter 
Gear 


- Jeff — Elena’s 


$5,000 
Cameraman 


Victor Sullivan | $5,000 


' Tenzin $10,000 


“Karl Schafer | $20,000 


Dragan — 


Helmet Soldier $5,000 


Sark — Face 


- Mask Soldier $5,000 


Vodnik — Ski 


- Mask Soldier $5,000 


Lovac — 
_ Headphones 
_ Soldier 


$5,000 


Tetram — Gas 


"Mask Soldier $10,000 


Zorskel — Skull 
Mask Soldier 


Cannot be purchased until you 
_ have Elena — Street Clothes 


Cannot be purchased until you 
- have Elena — Winter Gear 
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Cannot be purchased until you 
' have beaten the game 


' Cannot be purchased until you 
| have Victor Sullivan 


iy 


| Cannot be purchased until you 
| have Tenzin 


' Cannot be purchased until you 
_ have beaten the game 


Cannot be purchased until you 
- have Dragan — Helmet Soldier 


_ Cannot be purchased until you 
_ have Sark — Face Mask Soldier 


Cannot be purchased until you 
have Sark — Face Mask Soldier 


Cannot be purchased until you 
_ have Vodnik — Ski Mask Soldier 


and Lovac — Headphones Soldier 


- Cannot be purchased until you 
_ have beaten the game 
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4 "| Requirements: : 


Cannot be purchased until you have beaten 
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| Tranquilizer Dart $5,000 | 

4 Gun , | the game on current difficulty setting 

ee 4D Defender Semi- | $5,000 | "Cannot be purchased until you have beaten 

i | i automatic Pistol ‘ the game on current difficulty setting 

=. seen Rastees ee | dn nnn ARCO 
* ; i 

a _ i Cannot be purchased until you have beaten 
a RRS? ARAL $5,000 | | the game ont the Current difficulty setting 
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} | ‘Cannot be purchased until you have beaten 
— \ 
} FAL Assault Rifle } $5,000 | the game on the current difficulty setting 
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Moss-12 Shotgun E $5,000 | 
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socio po RN eae OE 


- Cannot be purchased until you have beaten 


s } —— a 

1 | re 

a | i _ the game on the current difficulty setting 

a poe Se vest ssa ST Peg TAP pee poweneneceee ANAND N MSRM SU NNER ATTN STEN I NTN wont 
; goFS- 9mm Semi- $5,000 - Cannot be purchased until you have beaten 
; tomatic Pistol | the game on the current difficulty setting 3 


Cannot be purchased until you have beaten 


j $10, 000 0 les game on the current difficulty setting 
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7 


| “- $10,000 | ; Cannot be ‘purchased until you have beaten 
it | the game on the current difficulty setting a 


| Cannot be purchased until you have beaten i 
the e game on the current difficulty setting 


pea AAR NE NEM MRE EN STEEN TN ENA 


| tr 
“Te Cannot be purchased until you have beaten 
the game on the current difficulty setting 
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a 
$5,000 | Cannot be purchased until you have beaten 


| automatic Pistol ls $10,000 
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Micro—9mm Fully ‘. 
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Automatic Pistol (the game on the current difficulty setting 9 
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; RENDER MODES 


| Black and White $10,000 


Senne UN 


Sena SENS SA AER EDEN SES 


| $10,000 


sete DAn AA INEA DE om ee Eee | 


fees beetle eT tn eye EE 2 NN am Garis ein So H 1 
_ Next Gen Filter $10,000 
i a en ce cenenneenneeenaeeaenmennnmnnnnnnnncnnencne renee Ann nnn nnnnnrnnned 


4 Requirements 


: Cannot be purchased until i 
@ | $10,000 | you have Zorskel ~ Skull Mask | 
@ Soldier 
] i Zoran Lazarevic | $20,000 + Cannot be purchased until you 
. 4 ; | have Lieutenant Draza 
ze ‘ faa . 
g 5 sare Zoran ies _ Initially hidden and unlocked at 
; | sii _ the same time as Zoran Lazarevic | 
: } T RELL LE LSA DDE EEA 
| The D | | 
: ; The Dead i : 
| Besloree 1 $20,000 _ Cannot be purchased until you 
4 ) | have Zoran Lazarevic 
( Sameera & i 
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' Skelzor the 


Cannot be i 
Skeleton / purchased until you 


$30,000 i 
have The Dead Explorer 
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eee 


Sir Francis 


| Drake $30,000 | cannot be purchased until you 
| 


i | have Skelzor the Skeleton 


RO Ge a ees eh ee 


| Initially hidden and locked until 
you have beaten the game in 


nT re rotrrararetta tate tet 


: Free 


Free you have earned the Platinum 


on 
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| ; Initially hidden and locked until 
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: “Requirements - 


' - Cannot be purchased until you have beaten 
_ the game on the current difficulty setting 


“Cost | 


| arate | $5,000 


¥F  PO8-9mm 


aden nc sss STAN ARN RE SA SS od 


} $5,000 | | Cannot be purchased until you have beaten 
} ; the game on the current difficulty setting 


>A ALGAE DAL ALLEN IMEI ee ca aN a ALT BT SHA LLANE ELLIS DOSE 
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i. a ' Cannot be purchased until you have beaten 
~ Me SeSault TINS |s $10,005 ; the game on the current difficulty setting 


i 4 eae be purchased until you have beaten 


; | M32 namaMet imi j th e game on the current difficulty setting 
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ji Cannot be purchased until you have beaten 
| Dragon acier Bane i nics the game on the current difficulty setting 
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joo mem’: % see 
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Cannot be purchased until you have beaten 
, the game on the current difficulty setting 
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'PistoleShotgun 
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i Cannot be purchased until you have beaten 


$20,000 ‘ the game on the current difficulty setting 
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i Cannot be purchased until you have beaten 
| the game on tt the current difficulty setting 
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Eddy’s Golden Gun | $20,000 | | Cannot be purchased until you have beaten 


| $20, 000 | 


| the game on the current difficulty setting 


Ea ea LASHER DNA TAUNTON EEE LONGED ¢ 


| Cannot be purchased until you have beaten 
' the game on the current difficulty setting 
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7 wee Defender - 200 000 | 
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BONUS MOVIES 


‘Movie Name 


$10,000 | 


SiR ee shearing Tan 


Soin ay ne acm Mae UVR ear 


Behind The Scenes: Techaloays: ind Gamapieg 


ie 


Behind Th 
e Scenes: Story and Art . $10,000 
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aes 


Pann eee etn 
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| Behind The Scenes: Making of the Cinematics - L $10,000 


eS F 


i | Behind The Scenes: Online Technology 4 


a 


_ $10, 000 


oe 
FSM EEE AB Se 


wa The Scenes: Naughty Dog $10. $10,000 | 
18 Behind The Scenes: Mastering the Cell Hes _| $10,000 | 


} Behind The Scenes: Thinking Like a Dog 


- - 


' : Test Trailer Animatic 


: ne ae 


Cost | Requirements ; | 
= - | Cannot be purchased until you ‘have beaten the 
| Fast Motion $20,000 game | 
“Chapter 4 - cients an encenanenamansnsntnn naa ntl EA PA AC AAA ADOT memes eat 
aera “a ae : asad until you have ‘beaten the SS 
til you u have com eted p of ; | Cannot be pure = 
$5,000 eee 7 yo mp : Slow Motion $20,000 _ game on the current difficulty setting = > ioe 
PEED i ici coche eT be : a - Hi canta: ee the b 
| Cannot be purchased until y you u have ‘completed : bei $25,000 Cannot be purchased until y | 
: _ Mirror World game 
__ Chapter 14 Oa ae aaa ae 
in OEE a ae nisl u a ‘beaten the 
; | Cannot be purchased until you have completed --Flip World $30,000 Cannot be purchased v unti yo | 
; : game “4S 
_ Chapter 20 _ eS Pn 5 a 


Cannot be ‘purchased until you have completed Cannot be purchased until you have beaten the 


"Infinite Ammo $60,000 | - 


Chapter 23 game on the current difficulty setting | | __t 

cata eismeanadl TInt ery Videos aa eS a tbe purchased until you have beaten the | ; 

sed until Ou a have ci com leted 1 Canno | 

: a ae yo mp i One-Shot Kills $80,000 game | on the current difficulty setting me : 

Fconaayt Art Gallery - - annot be purchased until you have completed | No Gravity $50,000 —— be purchased until you E 

| Bonus 1 hapter 260 7 7 Se a : 

| Concept Art Gallery 7 annot be purchased until you have completed : 
| Bonus 2 hapter 26 
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HERO SKINS 


Ei nae REAR 


Paster eraser 


: | — . Free 
‘sak sree 
ee ae : ee | - 7 _ scons | 
nao . d scsi . aioe | Vor - ~ | - ree is T Oe 
aie Che surhusse until you 1 each level 110 ey | Zorske | $20, 000 Cannot be purchased until y you rach level 10 | 
‘ $50, 000 “Cannot be purchased u unt you reach eve 3120 a : Hany Flynn $50, 000 Cannot be purchased unt you reach level 120. _ 
a [winter tiene “a | "$100, 0,000 Sanne be be purchased un unt you reach lev 130 . < “Heist Flynn | 7 $50, 000 : Cannot be purchased until Leal reach level 20 ; | 
: | — | $100, 000 Cannot be be purchased unt you reach level 30, 7 | Winter ye L $100,00 000 Cannot be ‘Purchased until you reach level 30 : 
. : Winter Drake | $250, 000 ; Cannot be purchased unt you reach level 40 Zoran Lazarevic —- j $250, 000 Cannot be purchased unt you reach level 40 ma 
4 31, 00, 000 | “Cannot be be purchased unt you reach level 150 — Lieutenant Draz | $1, 000, 000. — be Purchased unt you reach level 50 | 
Tt nout | 82, 000, 000 | Cannot be purchased unt you reach level 60 wa ' Genghis K Kran ~ $1.500.000 Cannot be purchased until you have completed the | 


2: aii : = game on Crushing 
: Marco Polo Free Locked until you have earned the Piatinum Trophy 


panna _ _Skelzor $2,000,000 Cannot be purchased until you u reach level 60. 


q Booster Name _| | Ability ee | Cost | Requirements on co. 
“Inorease pistol biindtire. | Cannot be purchased until wNgenaictaae ee iii 
accuracy es oe =e i you reach level 2 : “Paid Hands bo me $111,000 cor purchased until 

finesse ona ae See ee 7 oete aaa = inennineanananieeees 
__| blindfire accuracy _ wmdbbe “A | you reach level 6 ' Situational Awareness ~ press mye to see $129,000 Cannot be purchased until 
‘Increase damageto | ei 980 | Cannot be purchased until = enemies through walls a | You reach level 46 
__| breakable objects | you reach level 10 


- | Evasion Immunity to Situational | $210,000 Cannot be purchased until 
' Cannot be purchased until ee _ Awareness 


; Lf Awarones |_| youreach level 50 | 
| you reach level 14 : “Veiled _ Badge of Honor: No- 
panda reticle 


| Better accuracy when 
| aiming long guns 

_ Move faster with the 

GAU- 19 


! Move faster with the 


$300,000 Cannot he purchased: until 


TGannat be purchased until ou reach level 51 


| _you reach level 18 


resterttath Nana 


Cannot be purchased until | 


Riot Shield — ss You reach level 22 ates of Horie Take i oe e | 
| om accuracy when $64,500 Cannot be purchased until ; | double damage from _ $1,500,000 | pani te purchased sh 
[ _aiming pistols ____ you reach level 30 ee attacks bao s 
| ¢C 2 nant be archaeal, andl ; caneseumeeeeeseeteeimecemeenee 
i 79,500 | 
L bi $ 0 you reach level 34 me a tar and Glass Jaw are negative boosters that afflict you with negative statuses 
7 ak SiGRRRRRRRREEREEET Gomera ~ no reticle, alf health, and double damage from melee attacks). However, there are special 
| Juggler 94500 - Cannot be purchased until medals to b , 
fi saints 945 | you reach level 38 0 be awarded if you use them. 
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~ BOOSTERS SLOT 2. 


| Bandolier 
(scavenger 
ries Firing 7 

| et Foot j 
eine opt : 
Treasure Bearer 
Sure Foot : 
Launch Man 


Monkey Man 


Carry more ammo 
Get more ammo from 
each pickup 


More bullets in each clip 


“Move faster while 
call 


Carry an extra grenade 
“Move faster with the 
Treasure 
-No knockdown from 
_ explosions 7 
Increased M32-Hammer 
_ammo capacity 


Climb faster 


Ssh es cums cee wait a skeen a Parzen aseesihace ss ae ter eee pee Dg ea a eee Me ee Ree NO 


$2000 
sa, 250 
$14,250 
$20.2 250 
$32,250 


$43,500 


$52. 500 
$58, 500 


$72,000 


Cannot be purchased until 
_you reach level 4 ; 
Cannot be purchased until 
_ you reach level 8 
Cannot be purchased until 
_ you reach level 12 : 
Cannot be purchased until 
_ you reach level 16 - 
Cannot be purchased until 
__ you reach level 20 
Cannot be purchased until 
_ you reach level 24 2 
Cannot be purchased until 
_ you reach level 26 a 
Cannot be purchased until 
_ you reach level 28 _ 
Cannot be purchased until 
you reach level 32 


CO-OP WEAPON UPGRADES 


Weapon Upgrade 


.45 Defender Upgrade 1 
45 Defender Upgrade 2 | 
.45 Defender Upgrade 3 
“92FS-9mm Uparade 1 


92FS—9mm Upgrade 2 


92FS—9mm Upgrade 3 
Micro—9mm Upgrade 1 
-Micro-9mm Upgrade 2 


Micro—9mm Upgrade 3 
Desert—5 Upgrade 1 


Desert—5 Upgrade 2 
Desert—5 Upgrade 3 
AK-47 Upgrade 1 


-AK-47 Upgrade 2 


Ability | | 
Upgrade 45 Defender with 


_ more ammo capacity 


Upgrade .45 Defender with 


_ better sisinbiia 


an .45 Defender with | 
faster reloading 


. : Upgrade 92FS-9mm with 
_ More ammo capacity 


Upgrade 92FS-9mm with 


‘better accuracy 


Upgrade 92FS-9mm with 


faster reloading 


Upgrade Micro-9mm with 


_ More ammo Capacity 


Upgrade Micro-9mm with 


better decipheil 


Upgrade Micro-9mm with 
faster reloading 


; Upgrade Desert-5 with — 
More ammo capacity 


Upgrade Desert-5 with 


better nied 
Upgrade Desert-5 with 
faster reloading 


Upgrade AK-47 with more 
_ ammo Capacity 


Upgrade AK-47 with better 


jacnuracy 


-AK-47 Upgrade 3 


_M4 Upgrade 1 


_Upgrade AK-47 with faster 


reloading 


4 Upgrade M4 with more 
x ammo capacity i 


TAUNTS 


Taunt Name . Rae 


‘Laugh 


Kiss 


SNS 


Flex 


“Free 
$10, 000 
i $50,000 


Written by Off Base Productions 


UNCHARTED 2: Among Thieves is a trademark of Sony Computer Entertainment 
America Inc. Created and developed by Naughty Dog, Inc. © 2009 Sony Computer 
Entertainment America Inc. 


825 000 


$50,000 


$100,000 
$25,000 


$50,000 


$100,000 


$25,000 


$50,000 


$100,000 


$25,000 


$50,000 


$100,000 
$25,000 


$50,000 


$100,000 


$25,000 


| Requir ements. 


Cannot be purchased 
-until you have .45 
_ Defender Upgrade 1 


-Cannot be purchased 
until you have .45 


: Defender Upgrade 2 


Cannot be purchased | 
until you reach level 5_ 
Cannot be purchased 
until you have 92FS- 


_ 9mm Upgrade 1 


Cannot be purchased : 
until you have 92FS- 
9mm Upgrade 2 
Cannot be purchased 
until you reach level 25 


Cannot be purchased 
until you have Micro— 
9mm Upgrade 1 
Cannot be purchased 
until you have Micro— 
9mm Upgrade 2 
Cannot be purchased 
until you reach level 40 
Cannot be purchased 
_until you have Desert-5 | 
Upgrade 1 


Cannot be purchased 


until you have Desert-5 - 


Upgrade 2 

Cannot be purchased 
_until you reach level 10 
_Cannot be purchased 
-until you have AK-47 


_ Upgrade 1 


Cannot be purchased 
-until you have AK-47 


_ Upgrade 2 


Cannot be purchased 


__ until you reach level 20° 


_| Requirements 
“Cannot be purchased u until y you reach level 10 ' 


Cannot be purchased 4 until you reach level 20 


| Pistole Upgrade 1 


_Moss-12 Upgrade 1 


Booster Name | 
Scoped In 
Deposit 

| Rocket Man 


Revenge 


Hall Loaded 


Come Get Some 


Note: Half Loaded and Come Get Some are negative boosters that remove something (fewer 


ners pain ‘wobble - =F 


_ while scoped in 


_Earn more money for 


_ Objective Medals _ 


batt 000 


hati 250 


‘Increased RPG-7 ammo. 


__ capacity 


Drop alive grenade 
upon death _ 


| Badge of Honor: Less 
____ bullets in each clip 


Badge of Honor: Nearby 


enemies see your name 


__i.through walls 


L S400 0 Be 


$120, 000 


| $134 250 


- $2,000,000 


leanhot be oreo until 
__ you reach level 36 


| Cannot be purchased ‘until, 
_ you reach level 40 


Cannot be purchased until 


you reach level 44 


Cannot be purchased {until 
you reach level 48 


Cannot be purchased until 
‘your reach level 54 


Cannot be purchased until 
you reach level 58 


bullets and the ability to hide behind cover). Once again, the rewards for using these boosters 


may be worth it... 


| M4 Upgrade 2 


M4 Upgrade 3 
FAL Upgrade 1 


FAL Upgrade 2 


FAL Upgrade 3 


-GAU-19 Upgrade 1 


-GAU-19 Upgrade 2 


Pistole Upgrade 2 


Pistole Upgrade 3 


Moss-12 Upgrade 2 


Moss-—12 Upgrade 3 


SAS—12 Upgrade 1 
SAS-12 Upgrade 2 


SAS-12 Upgrade 3 


Taunt Name 


Flurry 
Yes 


Pump 


BRADYGAMES’ 


| Weapon Upgrade | Abili 


$50,000 


Upgrade M4 with faster 
reloading 


Upgrade FAL with more - 


ammo capacity _ 


$50,000 


Upgrade FAL with faster 
reloading 


Upgrade GAU-19 with 
_more ammo capacity 


“Upgrade GAU-19 with 
better accuracy 


“ Uparade Pistole with more 
_. ammo capacity : 


_ Upgrade Pistole with better 
aneley 


_ Upgrade Pistole with faster : 


reloading 


: Upgrade Moss-12 with 


more ammo capacity _ 


Upgrade Moss-12 with 


better naa 
Upgrade Moss-12 with 
faster reloading 


Upgrade SAS-12 with 
more ammo capacity 


Upgrade SAS-12 with 
_ better sults 


| Upgrade SAS-12 with 
faster reloading 


$100, 000 
$250, 000 
$500, 000 


with better 
Accuracy 


$100,000 


$25,000 


Upgrade FAL 
with better 


|. AOCULaCY 


$100,000 
- $25,000. 
$50,000 
$25,000 
$50,000 
$100,000 
$25,000 


$50,000 


| : Requirements 
Upgrade M4 


Cannot be purchased 
- until you have M4 
Upgrade 1__ 
“Cannot be purchased. 
until you have M4 
Upgrade 2 
Cannot be purchased 
_ until you reach level 10 
Cannot be purchased 
-until you have FAL 
Upgrade 1 


Cannot be ‘purchased 
until you have FAL 


Upgrade 2 2 


Cannot be purchased 
_until you reach level 30 — 


_ Cannot be purchased 
until you have GAU-19 © 
Upgrade 1 

_Cannot be purchased 


until you reach level 35 _ 


Cannot be purchased 
_until you have Pistole 


_ Upgrade 1 


‘Cannot be purchased _ 
until you have Pistole 
Upgrade 2 | 


Cannot be purchased | 


__until you reach level 40 


Cannot be purchased 
until you have Moss-12 | 


wee Upgrade ‘_ 


$100,000 
$25,000 
$50,000 


$100,000 


Cannot be purchased 
‘until you have Moss-12_ 


__ Upgrade 2 


Cannot be purchased 
until you reach level 50 


Cannot be purchased 


until you have SAS-12 | 


Upgrade 1 
Cannot be purchased 


until you have SAS-12_— 


Upgrade 2 


Requirements {ook 


Cannot be purchased until you u reach eve 30 


Cannot be Durchased until you reach evel 40 


Cannot be purchased unt you reach evel 53 


Check out bradygames.com/uncharted2 
to save an extra 10% off the guide! 


Thirty seconds isn’t a whole lot of time in the grand scheme of things. It’s about enough time for 
you to fully read this sentence. And probably most of this one. But in Half-Minute Hero, 30 seconds 
‘is enough to save the world; that, or doom it to a horrible fate. It might not seem fair to only get half 
‘a minute to fend off a coming apocalypse but no one said being a hero would be easy, especially if 
the clock is ticking. However, thanks to XSEED’s brilliant Half-Minute Hero, being a world saver is 
insane amounts of fun, even if you're always working under the gun. 

Last minute heroics are the norm in this kooky, quirky title. With just a half-minute separat- 
ing the world from ultimate doom, you have to think and act quickly. Its mix of unique charm, dark 
humor and bizarrely addictive gameplay had previews editor Andy Burt on the edge of his seat, 
laughing like a lunatic. It was his love of the game that ultimately convinced me to award it the 
Game of the Month honors, so turn the page and see whet he had to say about this thrill-a-minute 
adventure for the PSP. 

Also, be sure to join us next month when we'll have a suite of awesome reviews lined up for 
you. I’m expecting titles like Uncharted 2, Modern Warfare 2, and the God of War Collection to be 
coming in, so you know it'll be a packed month. And be sure to visit GamePro.com as well because 
we'll be updating the site with the latest reviews. Man, it’s going to be a good holiday season full 
of amazing titles. | need a vacation just to catch up on my backlog.—Tae K. Kim 
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We've been spending a lot of time this month wrasslin’ with each other in THQ’s amazing WWE Smackdown vs Raw 
2010, so we decided to use the awesome create a wrestler feature to recreate the GamePro staff in all of their immacu- 
late physical glory. Take a look at the results and ask yourselves this: Whatcha gonna do, GamePro readers, when the 
GamePro staff runs wild on you? 


Dave McKinley Heather Andy Chris 
“El Gatito” “Pokemans” “The Heater” “Whiskybreath” “Scatman” 
Rudden : Bartron Burt Parisi 


Tae Will Travis Patrick 
“Curmuddgeon” “The Red” “Dangerman” “Facemurderer” 
Kim : Herring _ Moses Shaw 


GAMEPRO’S RATING SCALE 


Behind the Stars 


iy The best of the best. If you don’t own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 
4.5 to 5 Stars 


3.5 to 4 Stars 


vr & vie Approach with caution—try before you buy. Enter the Matrix 


and the Dynasty Warriors games fall squarely in this category. 
2.5 to 3 Stars 


. oe we ¥* ¥ Should come with a sticker: “Warning, contains poisonous 


amounts of suckage.” Remember Backyard Wrestling? Games that score wxorvrers’ or 


Highly enjoyable, but falls short of true greatness. 
The Fight Nights and Tony Hawks of the world. 


1.5 to 2 Stars 


* * * ca * An absolute insult to humanity. 


Kill it with fire and holy water. 
0 to 1 Star ie . 


higher are awarded our coveted 
Editors’ Choice Award. 


IP got th 


RPG, shooter or RTS? Half-Minute Hero actually covers all these genres, so 


take your pick! 


You'll often encounter strange creatures in the shooter-heavy 
Princess mode, like this ridiculously huge jelly monster. 


hen | began reviewing Half-Minute 

Hero, | tried to describe it to some of the 

other GamePro editors and failed mis- 
erably. The description usually went something 
like this: “It’s an RPG, but it’s not long. Well, it 
is long, but you only have 30 seconds to fin- 
ish each stage. Well, actually you can buy more 
time but yeah, the world will end if you don’t 
beat the Dark Lord of each stage in 30 seconds. 
And stuff.” 


The reason why it’s so hard to describe Half- 
Minute Hero is that it’s unlike any other RPG that 
has come before it. And that, my friends, is exactly 
why it succeeds on so many levels. 


SCHIZOPHRENIC HERO 

Half-Minute Hero is actually multiple games in 
One, represented as different play modes. Hero 
mode is as close to a standard RPG experience 
as HMH offers, Evil Lord mode is an RTS game, 


Princess mode features fast shoot-em-up-style 
gameplay, and Knight mode puts the player in the 
position of a bodyguard of sorts who must protect 
a character known as the Sage from enemy attacks. 
Each mode utilizes a “half-minute” rule where cer- 
tain tasks must be completed before a whopping 
30 seconds go by. There are additional unlockable 
modes, but that’s up to you guys to discover for 
yourself. This review would probably end up be- 
ing 10 pages long if | talked in-depth about all the 
modes, and though each is deserving of praise I’m 
going to focus mainly on the real star of the game, 
the Hero mode. 

In Hero mode players take on the role of a Hero 
who's tasked with traveling across the land to de- 
feat evil creatures who have cast a spell which 
will cause the world to end in 30 seconds (a tall 
order for any video game hero). The game is bro- 
ken up into quests, and the Hero has 30 seconds to 
complete each quest but there’s a catch: the Hero 
makes a deal early in the game with the Goddess 
of Time who will reverse time back to a full 30 sec- 
onds for a fee (which goes up each time you pay 
her off). Battles appear randomly in each quest 
and generally take about half of a second to finish, 
and also require absolutely nothing of the player; 
you can use a healing herb or dash to save time 
but that’s it. 

It is indeed possible to complete many of the 
quests in the allotted time, but that'll take some 


Princess: 


Mother? Pleose open the gote?* 


“We told you that you only have 30 seconds Princess, ya blew it.” 


Even though this guy looks pretty menacing, characters like this 
usually spout some of the funniest lines in Half-Minute Hero. 


He masa Ns 


CJ 


Battles happen fast in Hero mode, usually taking only 
a second or two to finish. That means your character 
can go from level 1 to level 10 in about...15 seconds. 


craftiness and fancy finger work. One of the 
most enjoyable aspects of playing Half-Min- 
ute Hero is that it slowly reveals its complexity. 
You can get through the Hero mode by playing 
through 30 quests but players would be miss- 
ing out on a whole lot of content. Certain quests 
will give players the chance to branch off, creat- 
ing secondary and sometimes tertiary versions 


of quests, making the grand total around 50 to- 
tal. HMH also allows players to replay quests to 
get mini-achievements, vastly increasing the 
replay value. 


HILARIOUS HERO 
At first glance the visual style of Half-Minute Hero 
is comically pixilated, with many of the charac- 


It’s the sun. 


You must return to Vinlet Custie with Millenio?® 


ters made up of only a few dozen pixels total. That 
said, the style fits the game’s quirky gameplay per- 
fectly, especially when it comes to seeing the re- 
sults of the hero’s ridiculous outfits; yes, at some 
point your hero will be wearing a barrel for armor, 
a barrel for a helmet, and possibly be holding a 
fly swatter. For using so few pixels, the characters 
and enemies in the game are all fairly unique to 
each other, and | never felt like | was seeing the 
same thing over and over. 

By far the most impressive aspect of Half- 
Minute Hero and something that kept me play- 
ing for hours on end is the writing. For a game 
whose visual style screams JRPG, the writ- 
ing is unbelievably funny, and the localization 
team deserves some major props. References 
to Guy Ritchie’s Snatch? Check. A boss in- 
spired by the horribly translated Zero Wing? 
Yup. | don’t want to give too much away, but 
players who take a look around will find many 
western pop culture references, and the writ- 
ing should provide quite a few laughs. An- 
other small but great touch is that players can 
look up any item or enemy encountered in the 
game for some pretty hilarious descriptions. 


HEROIC HERO 

The only caveat | have with recommending 
Half-Minute Hero is that it’s probably not for 
everyone. The concept is so differently, albeit 
brilliantly executed, that because it may alien- 
ate gamers who don't “get” the game’s inherent 
quirkiness. I’d love to think that millions of peo- 
ple would pick this game up and have the same 
great experience as | have, but | know that prob- 
ably won't be the case. However, gamers who 
buy into the game’s eccentric vibe and hilarity 
will definitely be rewarded.—Andy Burt 


PROS: Well-executed game concept; addictive 
gameplay; tons of content; laugh-out-loud funny. 


CONS: Might be too strange for most; some 
modes are more enjoyable than others. 


The streets of New Mombasa are rough and very dangerous. 
Good thing you remembered to bring along a rocket launcher. 


n my opinion, Halo 3: ODST is the best Halo 
game yet. The campaign is shorter than in 
previous games, but the quality makes for a 
punchier, action-packed thrill ride from start to 
finish—you'll clock about six hours on Heroic dif- 
ficulty if you’re an experienced shooter like | am. 
Then there’s the new Firefight mode, where four 
players fight against waves, rounds, and sets of 
increasingly difficult Covenant enemies. Even 


HALO 3: ODST 


Shorter yet punchier, ODST is the best Halo yet. 


more fun, addicting, and offering more replay- 
ability than the campaign, Firefight is in large part 
what makes Halo 3: ODST the best Halo yet. 


STOP, DROP AND ROLL 

| can't knock the length of ODST’s campaign be- 
cause it truly is a more fulfilling experience than 
Halo 3’s in every way. The story actually makes 
sense, and each flashback mission is beautifully 


5a) PRERES ow) tpteet # 


Your visor color codes objects for easy identification, not that you needed 
a bright red outline to know that these guys are up to no good. 


crafted; they have a much stronger emphasis on 
the core elements that make Halo such a great 
shooter. For example, driving vehicles in Halo is 
the most responsive and satisfying vehicle expe- 
rience compared to driving in any other console 
game, and the Uplift Reserve flashback mission 
features just that—massive arenas built for epic 
vehicle combat. 

Another example is the pure versatility and 
balance in Halo’s weaponry against the Covenant, 
where in the Tayari Plaza flashback you'll be chal- 
lenged to use every weapon if you're going to 
come out alive. The flashback missions in ODST 
are Bungie’s best yet; | enjoyed playing them solo 
and look forward to teaming up cooperatively 
and playing each level again on the Legendary 
difficulty setting. 


SHOCKING FLASHBACKS 

Now, you might be wondering what a flashback 
mission is. In Halo 3: ODST you play as not one 
supersoldier, but four unique ODST (Orbital Drop 
Shock Trooper) soldiers that have been split up 
from each other. The character you primarily play 
is the Rookie. Your mission is to regroup with your 
ODST squad after a botched landing in New Mom- 
basa where each ODST gets split up. You'll search 
for beacons that lead back to your squad, but each 
beacon (or item) has a back story that you'll play 
through in the form of a flashback mission. These 


You're a badass soldier but you're not a tank like Master Chief, = g 
so try and avoid direct confrontations when you can. . 


flashbacks are the stories about what happened 
to the other ODST soldiers. As you discover more 
beacons and play more flashbacks you will begin 
to piece together the full story of what happened 
to each member of your squad. 

The flashback missions are an awesome way 
to tell the story. They keep you guessing about 
what happens next, and they can be played in any 
order. However, even though the missions can be 
played in any order, my first play through felt as 
though | was being led through which order the 
stories are supposed to happen in. During my sec- 
ond play through, | switched the missions up and 
could tell the stories didn’t transition as smoothly 
and a scripted order became apparent. 


To DUAL WIELD OR Not 

The biggest difference | noticed about ODST com- 
pared to previous Halo games is you cannot dual 
wield as an ODST. Though dual wielding was fun 
and exciting in previous installments, | felt as though 
it complicated the control scheme and didn’t add to 
the overall experience. That’s why | am pleased to 
report that ODST returns to Halo’s grass roots and 
only lets you operate one weapon atatime. I’m sure 
some fans of the franchise will find this hard to ac- 
cept but! personally liked the change. 

Another change appreciated was the addition 
of a night vision visor. Because you'll be exploring 
the wreckage of New Mombasa at night, the night 
vision visor shines new light on your tactical situa- 
tion. Activating the visor allows you see in the dark, 
and it helps to identify important objects, such as 


l’MMA CHARGIN’ MA LAZERI!!1! 


Outlining enemies in a bold red stroke, friendly 
units in green, vehicles in blue, and collectibles in 
yellow. (Audio logs can be collected throughout 
the city adding more to the ODST story and unlock 
achievements.) The visor is my favorite new addi- 
tion to the Halo series and helps to set ODST apart 
as amore tactical and strategic shooter. 

That's about as far as the innovations stretch 
in Halo 3: ODST’s campaign, unless you count the 
one new alien type, which really can’t be called an 
enemy because it’s nonviolent. The Engineer is a 
flying alien that overshields any Covenant within 
the area, but their real purpose is to supplement 
the ODST story. Sorry, | don’t want to give away 
any spoilers here, so you'll just have to find out 
about the Engineer’s role on your own. Engineers 
can also be a real pain the butt in Firefight mode 
because of their strong overshield ability. 


CREAM OF THE CROP 

On that note, | will say that as strong as the single- 
player componentis, the new Firefight mode is the 
real highlight of ODST. Firefight is a four-player 
cooperative mode where you take on waves of en- 
emies to earn top scores on the leaderboards. It’s 
reminscent of Gears of War 2’s Horde mode and 
it’s an amazing new addition. 

After finishing the campaign, Firefight is all 
| played with the other journos who were pres- 
ent at the reviewer’s event. You earn points for 
every action you do, whether it’s straight kills, 
earning double and triple kills, by throwing sticky 
grenades and the like; it’s this point system that 


makes the mode so addictive. What’s more, you'll 
want to earn the achievement for each of the ten 
Firefight maps by achieving 200,000 points (it’s 
harder than you might think). Firefight showcases 
how well Halo’s weapons and enemies balance 
each other’s strengths and weakness almost per- 
fectly. | think it’s even better than Gears of War 2’s 
Horde mode and Call of Duty: World at War’s Nazi 
Zombies; | sunk a ton of hours into both of those 
games so for me to praise ODST’s Firefight mode 
above them tells you how good it is. 


Not WITHOUT FAULTS 

Unfortunately, as good as ODST is, it isn’t with- 
out blemishes. There are major issues with NPC 
marineA.|., especially when vehicles are involved. 
In the Uplift Reserve mission, marines will not fill 
the driver’s seat of a Warthog if you were previ- 
ously in it, and the gunner will just stand there. So 
if you leave the Warthog behind, you'll be down 
a marine, or two if both the gunner and passen- 
ger seats are occupied. Additionally, they are not 
smart enough to flip a vehicle back over and will 
just crowd around it until you help them out. 

The biggest issue | ran into was that all of 
my information did not save during my first play 
through. | had to restart everything over. Here’s 
what happened: | exited the game through the 
Xbox 360 guide button to go straight back to the 
dashboard. | saw that the game was saving my 
checkpoints after each flashback and assumed 
| could resume my campaign from the last au- 
tosave. Wrong! Because | did not officially “save 
and exit,” all of my campaign progress was lost. | 
could replay the missions | completed, but | could 
not resume my campaign from my last position 
with all of my progress. Epic fail, Bungie. Exiting 
the game via the Xbox Guide button was a poor 
decision on my part, but! won't be the only person 
to do this, especially if the game tells gamers that 
it’s saving the checkpoints. 

Last but not least, the graphics haven't seen 
much of a facelift since Halo 3. Games like Call of 
Duty, Gears of War, and Uncharted continue to out- 
shine ODST’s graphics. Halo 3: ODST appears to run 
at a resolution slightly below native 720p, however, 
the framerate almost never drops below 60 frames 
per second, which is crucial to any online shooter 
and what we've come to expect from Halo games. 


HIGH ORBIT 


But these little issues didn’t diminish my love for 
the game. As | said before, it is, in my opinion, 
the best Halo experience yet. It takes the best el- 
ements of the previous Halo titles and adds the 
sublime Firefight mode into the mix. As | write 
this, Call of Duty: Modern Warfare 2 is still a few 
months off but the wait will be much more toler- 
able because | will have ODST to keep me busy. 
—Travis Moses 


PROS: Firefight mode is awesome; flashback mis- 
sion structure is really well done; best Halo yet. 


CONS: Friendly A.|. is plain awful; graphics 
aren’t that much improved from Halo 3. 


Think carefully and time your attacks, as typical 
_ hacking and slashing will lead to certain death. 


ay 


DEMON’S SOULS 


Prepare yourself for one of the most beautiful—yet painfully difficult—journeys of your life. 


ugust 22nd, 2009—7:00 PM: Just booted 
A up Demon’s Souls, and so far I’ve been 

prompted to connect to PSN, make a cus- 
tom character and watch an intro movie. One of 
the most interesting aspects of Demon's Souls is 
the way it integrates online play. Instead of play- 
ing co-op with a thousand players simultaneously, 
fallen warriors of all classes and creeds will leave 
behind a blood stain when they die. Upon touch- 
ing one of these blood stains you get to re-trace 
the last steps of these deceased heroes, witness- 
ing a phantom version of them fighting through 
their last moments. In turn, you can learn from 
their mistakes and take the necessary precautions 
not to fall victim to the same tragedy. Heroes can 
also leave behind any combination of pre-written 
messages, which can aid other players by warning 
them of impending danger. So far these unique 
warnings have saved my hide a couple of times 


August 25tl 2009—I10:00 PM 
This is frustrating. In the second dungeon now, 
and plenty sure I’ve left my own army’s worth of 
corpses. Rocks fall from nowhere, hordes of en- 
emies ambush you, and | can’t even count how 
many times | was straight-up torched by this giant 
tool of a dragon. Every time you die (and here’s 
the fun part) you respawn at the beginning of the 
level. All that blood, sweat, and tears you just 
poured into making it to the boss are gone. Actu- 
ally, with every enemy you kill you get a set num- 
ber of souls. You can use these souls as currency 
to purchase new items, weapons and armor, or to 
level your character up. 


| haven't really gone into the game’s leveling sys- 
tem, yet. Players meet with a creepy goth lady 
back in the Nexus, the game’s central hub. There, 
you can use the souls you've collected off of fallen 
enemies to level up each of your skill points, such 
as Endurance to Luck. Oh, and another fun fact: 
Every time you level up one skill, the price for lev- 
eling up the next skill goes way up, forcing you to 
replay the level several times. If | didn’t love this 
game, I'd hate it remorselessly. 


August 30th—3 330 AM. 


September 12th 2009—5:00 AM 
Office called again. Police knocked on the door for 
a while, but | just waited until they left. Why don’t 
my neighbors understand that if | don’t write these 


i 


dire warnings, then who will warn the others?! 
Died. Respawning. Out of coffee. Crap. 


septem ber 18th, 20090—4:30 AM 
|am become Death, harvester of souls. | shall sing 
the song that ends the world. 


septem ber 20th, 2009 — 3:00 PM 
Demon’s Souls was certainly a love-hate relation- 
ship, with a heavy emphasis on the love. Unique, 
engaging, and frustrating as hell, Demon’s Souls 
will keep you playing, even through the most in- 
tense of controller-throwing fits, and honestly, 
that’s much more than | can say for similar ti- 
tles. Your inner diehard will thank you, but casual 
gamers should stay far, far away. You’ve been 
warned.—Will Herring 
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The various old-school wrestling legends might be underrepresented, but 
the mighty Undertaker is still a force to be reckoned with. 


WWE SMACKDOWN VS. RAw 2010 


Wrestling fans will have plenty of reasons to lay the smackdown. 


Xbox 360 F 


ESA SEES ITT SESS SIE ES 


HQ's Smackdown vs. Raw series has be- 

come a Staple video game sports franchise, 

garnering an extensive fanbase of rabid pro 
wrestling diehards. But that diehard following 
comes with a price: namely, pull-no-punches criti- 
cism when things go awry. Fortunately this year’s 
iteration has much to offer where user generated 
content, creativity, and sharing takes center stage 
and it’s sure to please franchise fanatics who want 
another excuse to climb into the ring. 


% 5p: 


es ESSA AETHER OSIM 


At your disposal area 
multitude of options for 


crafting the perfect episode 
of Monday Night Raw.. 


SS ASSASSIN 


IN THIS CORNER... 


The most touted addition to the franchise is the 
new Story Designer mode which allows you to 
create your own ongoing drama filled episodes of 
WWE programming. At your disposal are a mul- 
titude of options for crafting the perfect episode 
of Monday Night RAW, from scripting the open- 
ing promo to setting up a sneak attack on a super- 
star to soften them up for their upcoming bout. 
You can use created wrestlers as well and it’s 


satisfying to take virtual versions of your friends 
and putthem throughthe WWE soap opera wringer. 
This is the sort of depth the series needs and will in- 
crease the longevity of the game exponentially. 

Create a wrestler is as robust as ever while 
creations can now be shared online for download, 
something inept face morphing artists like my- 
self have longed for. With the community sharing 
feature, | can just download the best Jake “The 
Snake” Roberts and “Ravishing” Rick Rude mod- 
els instead of painstakingly creating my own. 


RAGE CAGE 


And it's a good thing they streamlined the sharing 
feature because it’s painfully obvious that THO is 
shuttling the vast majority of pro wrestling leg- 
ends to the Legends of Wrestlemania series. Out- 
side of a small handful of exceptions, this year’s 
roster is made entirely of current WWE competi- 
tors. | understand the decision—they want to keep 
it focused on the current roster—but I’m sure the 
old school fanbase will complain. 

Still, there’s a lot to like about Smackdown 10. 
The fantastic Road to Wrestlemania mode, for in- 
stance, is back, once again allowing you to play 
through unique stories for popular WWE person- 
alities and your own created wrestler. This year’s 
version is even better than last year’s as the story 
arcs and writing are exactly on par with, or bet- 
ter than, what you’d see on an actual episode 


of Monday Night Raw. Voice acting, which once 
sounded tinny and painfully obvious it was re- 
corded in studio, is better than ever. Extra special 
props to Edge for turning in a performance fit for a 
king; his “girlfriend voice” is laugh-out-loud funny. 


WHATCHA GONNA Do? 


Smackdown vs. Raw 2010 has managed to stay 
fresh and appealing by authentically recreating 
the WWE experience and providing a bevy of 
tools to support user generated content and com- 
munity. It doesn’t reinvent the wheel with new 
gameplay mechanics or revamped graphics, but 
Smackdown vs. Raw 2010 excels once again as the 
definitive pro wrestling game on the market. Fans 
of the series and pro wrestling alike should defi- 
nitely put it in their queues.—Caleb Newby 


sharing makes creating characters a breeze. 


CONS: The various wrestling legends are hor- 
ribly underrepresented. 


From rolling up locals at a county fair to traversing the crashing waves of the 
deep blue sea, the world truly is the Prince’s oyster. 
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KATAMARI FOREVER 


The colorful series keeps on rolling but diehard fans will find it just a bit too familiar. 


hen | first watched the debut trailer for 
Katamari Forever in the GamePro of- 
fice, | didn’t really know what to make of 
it. It was certainly the same Katamari I’ve known 
and loved for years, but was it really doing any- 
thing different, new or unique? Before | could 
complain, a co-worker watched from over my 
shoulder, remarking, “It’s good to see that they’re 
treating this one like a tribute instead of a re-imag- 
ining.” | couldn't have put it better as Forever of- 
fers the same unique and fun-filled experience of 
the original, making it a great title for fans both 
old and new. 

Katamari more or less dumps you in the role of 
an intergalactic dung beetle. Your father, the King 
of All Cosmos has, once again, gotten himself 
into another crazy accident (this time voiding the 
man’s/deity’s memory) and now there’s no one to 
rule over the stars. Enter the Prince and his color- 
ful cast of cousins, who take it upon themselves 
to create Robo King, a Voltron-esque mechani- 
cal re-working of their beloved patriarch. Unfor- 
tunately, as soon as the metallic menace’s switch 
is flipped, he takes to the skies and destroys the 
stars. Now, as the Prince, you take up your Katam- 
ari once more in order to re-build the solar system 
one star at atime. 


INSERT “How WE ROLL” PUN HERE 


Series veterans will have no problem jumping 
into the game as the basics haven’t changed; 


however, there a new move has been added to 
the Prince’s arsenal—the ability to jump. While it 
isn't a revolutionary concept, it helps the Prince 
get to hard-to-reach places and makes the tir- 
ing process of star creation a tiny bit simpler. | 
did have a bit of trouble piloting the Prince once 
he was airborne, but if you get a good roll going 
before you take flight, it’s really not too difficult 
to master. 

Now, one of the most debatable points about 
Katamari Forever is that it really doesn’t offer 
anything new outside of the ability to hop. The 
new graphical style is certainly interesting and it 
looks pretty good in HD. Several new filters, in- 
cluding a cartoon-style cel-shading graphics en- 
gine as well as a wood block styled artsy look, 
are certainly worth checking out, but it really 
doesn’t add too much to the game. One of the 
biggest splitting points in Forever rests on the 
shoulders of the game's level selection. While 
there are plenty of levels to choose from, al- 
most all of them are recycled from past Katam- 
ari games, leaving only a small handful of new 
ones. Seeing the game as a tribute certainly 
puts this into perspective, but be warned that 
if you are familiar with the franchise, there’s a 
good chance that you’ve been there/rolled that. 
Katamari Forever also doesn’t feature any on- 
line multiplayer, but the offline co-op is certainly 
a step up from the somewhat stale offering in 
Beautiful Katamari. 
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PAPA Was A ROLLING STONE 

While | had a blast with Katamari Forever, there 
was no shrugging off that lingering sensation of 
deja vu. It’s still a fine offering that die-hard fans 
will certainly enjoy but the lack of new content re- 
ally put a dent in the game’s overall value for me. 
While the game’s memorable tunes (re-mixed for 
Forever) are just as catchy as they’ve ever been, 
and the bizarre visual style just as zany as you re- 
member it, | can only suggest Katamari Forever 
to beginners who are trying to figure out what all 
the fuss is about, or long-time fans that are long 
overdue for a trip down memory lane. Katam- 
ari fans looking for the next great chapter in the 
Prince’s story, however, will be disappointed. 
—Will Herring 


PROS: Classic gameplay; wonderful music: in- 
teresting new visual style. . 


CONS: Same old, same old: controls (still) 
take some getting used to. 


MARVEL: ULTIMATE ALLIANCE 2 


| PS3_ Xbox 360 | 


Wolverine versus a helicopter? Now that’s one match-up we'll certainly never get sick of seeing. 


rom genetics to injections to unlucky acci- 

dents, comic book history is filled with count- 

less unique ways in which heroes and villains 
alike have earned unique special powers and abili- 
ties. Three years after the super-powered original, 
and loaded with expectations from True Believers 
everywhere, fans everywhere are asking if Marvel 
Ultimate Alliance 2 is a bonafide super-soldier, or 
an all-talk merc with a mouth. 


DIVIDED ALLIANCE 

Ultimate Alliance 2 is primarily empowered by a 
solid narrative hook, which is inspired by a couple 
of recent comic sagas (Secret War and Civil War.) 
These two blockbuster stories allow for a variety 
of settings and scenarios with plenty of fan-fa- 
vorites from the 616 Marvel Universe. Following 
large-scale attacks on U.S. soil, Congress passes 
a bill that forces all super-powered individuals to 
register as law enforcement agents. The mea- 
sure splits the hero collective, prompting Captain 
America to lead the resistance against the likes of 
lron Man and the pro-registration forces. 

Not only does such an approach toy with our 
perceptions of heroes and villains in the Marvel 
universe (and what is right or wrong), but it also al- 
lows for a split campaign, letting players choose a 
side and play distinct missions in the middle act as 
a result. Regardless of which side you choose, the 
game oddly eschews many of the top villains and 
antagonists in the Marvel roster for more obscure 
foes, but at least the diehards might be pleased to 
see the likes of Molten Man and The Wizard. 


TOGETHER WE FIGHT 

Much like the original, Ultimate Alliance 2 allows 
players to swap between any four available heroes 
on the fly and customize each character’s abilities 
as they level up, but these mostly minor changes 
and additions fail to address the tedious moments 
that crop up between more the game’s more in- 
teresting bits. Powerful Fusion moves, which let 
you pair up any two on-screen heroes for a unique 
assault, are a useful new addition, but their initial 
dramatic flair is subdued by the sheer frequency 
in which you'll likely use them. 


Clearing room after room of carbon-copied 
goons can be a monotonous grind at times, but 
despite those tedious moments, Ultimate Alliance 
2 is typically an entertaining adventure which is 
significantly improved by the presence of co-op 
buddies, whether online or on your couch. Bonus 
trivia questions and challenge missions also adda 
bit of external variety when you need a break from 
the campaign. 

Ultimate Alliance 2 certainly builds upon the 
ideas of the original, but the minor changes make 
the upgrade seem more status quo than truly su- 
per-powered. It’s still (mostly) fun to blast and 
claw through large groups of foes, but it’s also 
much harder to overlook recurring issues when 
so much time has passed.—Andrew Hayward 


PROS: Solid comic-inspired storyline; unique 
missions; customizable characters; fun co-op. 


CONS: Tedious dungeon crawling; under- 
whelming visuals; feels like a minor upgrade. 


e has caused Mario and his friends all 

kinds of headaches, but King Bowser has 

slowly evolved into one of the most love- 
able characters in the Nintendo universe. Now 
he finally gets some much-deserved time in the 
spotlight in Mario & Luigi: Bowser’s Inside Story, 
a wacky RPG that centers on the self-centered and 
willfully stupid monarch. 

In battle you'll help Bowser maul his foes 
with mighty punches, scorching firebreath, and 
swarms of his tiny minions. When he fails, though, 
Bowser is often helpless until Mario and Luigi— 
accidentally devoured by Bowser earlier in the 
game—can do something on the inside to help 
him. The duo might play a mini-game to give 
Bowser a burst of strength or use an adrenaline 
rush to grow him into a lumbering giant. 

Battle and mini-games in Bowser’s Inside Story 
are all about grueling precision, in stark contrast to 
the cartoony graphics and goofy plot. Even com- 
mon enemies demand careful counter-attacking 
and blocking. Most activities boil down to your abil- 
ity to press exactly the right button at exactly the 
right time. These challenges are rewarding if sim- 
ple; other bits that involve frenzied button-mashing 
or stylus-swiping are far less memorable. 

The plot mostly concerns Bowser’s attempts 
wrest control of his destiny back from the end- 
lessly quotable Fawful, who’s trying to conquer 
the Mushroom Kingdom using the goofiest meth- 
ods possible. Fawful isn’t new to Bowser’s Inside 
Story but he really takes on a life of his own here, 
hilarious in every single appearance. The whole 
game manages to be funny from beginning to 
end, a feat few games can manage. 

Bowser’s Inside Story is a game that will have 
you laughing one moment and cursing the next 
but you'll enjoy doing both. It’s a must have for any 
DS owner, especially fans of the Mario universe. 
—Alicia Ashby 


PROS: Beautiful 2D graphics; solid combat: 
everything Fawful does and says is awesome. 


CONS: Too much mandatory button-mashing, 
feels gimmicky at points. 


For our money, the cockpit mode provides the best view of 
the action. Now, if we can just figure out where the radio is. 


FORZA MOTORSPORT 3 
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antastic news, Forza fans: Forza 3 is more of 

everything that gets you going, plus asmarter 

structure. Bad news, everyone else: Forza 3 is 
more of everything you don't like or care about! 
Hey, at least we can all agree on one thing: the cars, 
tracks, and environment details look gorgeous. 


EASY RIDER 


There’s an obvious effort to open Forza 3 up to ac- 
cessibility, to the point where driver assists practi- 
cally take control of the game away from you. For 
a time, | was winning races simply by holding RT— 
no joke. Once | amped up the realism, | found my- 
self relying on the error-adjusting rewind feature. | 
adored this thing in DiRT 2, and it’s a handy helper 
here, even if it is annoyingly clunky. 

Hopping back a few seconds alleviates the 
frustration of a botched hairpin turn or spot of fish- 
tailing aggression by the brainy A.|. without intrud- 
ing on purist territory. It’s a nice balance between 


Impressive improvements will turn off everyone bu 


forcing you to rely on your skill but giving you a 
mulligan when you truly need it. These perks still 
don’t change one thing, though: this is a hardcore 
racing game that caters to the hardcore crowd. 


THE NEVER-ENDING STORY 


Here’s where sim-nuts start getting all hot and both- 
ered. Forza 3’s revamped single-player structure is 
markedly improved over its predecessors. Your ca- 
reer is built on the back of six seasons spread out 
over calendar years. Events unfold around your ve- 
hicles, granting you access to class, car, and rat- 
ing-specific series that cap off with weekend world 
championships. Wait, weekend world champion- 
ships? If that doesn’t psyche you up before you 
start a series then | don’t know what will. Like Forza 
2, earning experience and boosting your driver 
level lets you pour cash into awarded vehicles, 
which keeps your garage growing and the game 
going. With expanding content accompanying pro- 
gression, Forza 3 doesn’t seem to end. | can’t think 
of amore compelling incentive to keep racing. 

But much to my surprise, | regularly wanted to 
stop playing. My progression severely slumped 
from the second season onward thanks to each 
event including bigger, longer races. My heart sank 
every time | saw the next event would take 20 to 30 
minutes to finish. The uphill battle had me taking 
regular breaks or hiring A.I. drivers to get through 
races for me. Multiplayer is also a solid go-to game 
when the solo mode slows. Since you can adjust a 
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t the hardcore—who will go nuts for Forza 3 


ton of in-game variables, you're able to essentially 
create your Own online game modes for you and 
your buds. This creativity also bleeds over to the 
editing features. Talented artists can create killer 
custom liveries with the streamlined paint edit- 
ing tools, and a flexible video editing suite lets you 
easily cook up some sweet videos to share. 


THE LONG ROAD HOME 

Forza Motorsport 3 isn’t exactly a leap for the se- 
ries. The incredible realism of Forza’s physics, car 
mechanics, and driving simulation—especially 
slippery, hard-to-control upper-class cars—is go- 
ing to bore arcade racers or casual drivers. But car 
junkies and passionate racers are going to find a 
nice cave to hole up in for the next few years and 
it'll make you less jealous when PS3 owners start 
crowing about Gran Turismo 5.—Mitchell Dyer 


PROS: Smooth racing: great multiplayer; dee 
editing; endless career mode; insanely pretty. _ 


CONS: Realism is intimidating and annoying 
for casual drivers; inelegant rewind feature. 
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Driving Chal 
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: Learning Driving Basics 


In Gran Turismo, you can you race other gamers and trade cars with them. 


GRAN TURISMO 


Even an endless list of cars can’t compensate for Gran Turismo’s shortcomings. 


A GamePro Production 


Written by Mitchell Dyer 


INT: POLYPHONY DIGITAL— 
MEETING ROOM, LAUNCH PREP 


DESIGNER 

So here’s what we've got. | think you're going to 
be psyched. So we've completely scrapped the 
career mode in favor of a more open, structure- 
free single— 

PRODUCER 

Wait, what? No career or structure? | really don’t 
want to be brash but are you out of your friggin’ 
mind? | think that’s something we should re- 
consider. Gran Turismo has always been about 
progressing through— 

DESIGNER 

Hear me out! Instead of arbitrarily forcing players 
to earn licenses to play races, we give them the op- 
tion to take on brief tutorial tests like braking, cor- 
nering, and driving wickedly-fast. The benefit of 
this is it’s educational and you get huge stacks of 
cash. The game’s biggest reward money is here, at 
least to start. This is independent of the solo mode. 
PRODUCER 

OK, but if we’re just going to let players select a 
dealership, buy a car, and hit the road, then— 
DESIGNER 

No, man, that’s the best part! You don’t select the 
dealership you buy from. Your income determines 


it. Kind of. | mean, the game will randomly select 
like five brands when you open the menu. Then 
you pick from the available cars. And for kicks 

we show off the million-dollar rides. Like “look at 
what you can drive later!” 

PRODUCER 

What you can drive later...after you've, what, 
hopped in a bunch of individual races? Listen, we 
need some sort of player development. We need 
each track to be tiered, D-grade, B-grade, A-grade. 
You've got to be able to play this game with a va- 
riety of difficulties. That’s a great way of not only 
letting players earn more money, but to work to- 
ward more challenging events. 

DESIGNER 

| like that. Very nice! All right, I’ve also got these 
ideas for time trials and drift modes. Drifting earns 
you points, and the points transition into cash. 
Time trials are just for fun. No reward. Cool, right? 
PRODUCER 

That’s pretty good. | mean, the single-player 
mode still sounds terribly misdirected and time 
trials are boring without bonuses. What’s the 
incentive to keep playing? | don’t get it. 
DESIGNER 

Cars, baby. Trading them with friends, sharing 
them over ad-hoc Wi-Fi. That’s the good stuff. And 
because our animators aren't allowed to sleep, 
we've got like 800 cars or something ridiculous. 
PRODUCER 

You play to earn money, then spend that money on 
more cars to keep racing? I’m sorry to tell you but 
this is seriously lacking. The basics of what makes 
Gran Turismo great are here...but it’s bone-dry. 


DESIGNER 

Listen. Who cares? We've got a game that is 
fundamentally Gran Turismo. Good enough, 
right? We're gonna roll with this free-form 

thing because, frankly, this game needs to 

get out the damn door already. It’s not a rush 
job—the game runs like a dream. The cars 

look and feel great, we’ve got a solid va- 

riety of visually different tracks, and each 

of the cars controls like it’s its own beast. 

Let’s call ita day and start working on a real 

GT, yeah? 

PRODUCER 

Y’know, the sooner | get off this train-wreck PSP 
project the better. I’ve been doing this BS for too 
long. And look at what came from these years of 
dedication: a passable GT with nothing remark- 
able about it. Let’s get some grub. 


PROS: It’s Gran Turismo; insane amount of cars; 
good difficulty progression. 


CONS: Lack of direction leads to a hollow ex- 
perience; player development is weak. 


NOSTALGIA 
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CONGRATULATIONS! 


If you're reading this, then you’re taking your first 
step towards one of the most exciting careers out 
there: the thrilling life of an Adventurer! Here at 
the Adventurer’s Association, we're dedicated 
to making you the best Adventurer you can be 
through a series of proven seminars and age-old 
techniques, guaranteed to put a smile on your face 
and treasure in your lap!* 

*Treasure is not guaranteed. 


Below are three simple steps that, if obeyed with 
will power and determination, will take you from 
a spoiled rich buccaneer to the fearless savior of 
London in no time at all!** 

**Results not typical. 


STEP 1: KNOW WHEN TO FIGHT 

Now, keep in mind that every adventurer has to 
start somewhere, and that somewhere is inevi- 
tably (you guessed it!) killing rats in the sewers. 
What's that? You don’t know how to fight? No 
problem! Those who have enrolled in our Final 
Fantasy Seminars or read our Dragon Quest Your 
Way to Success pamphlets will have absolutely no 
problem mastering the art of turn-based combat. 
In fact, we’re so confident in the simplicity of our 
battle system, we can all but guarantee victory* 
to any aspiring Adventurers who have saved a 
doomed world from destruction with the help of 
their rag-tag group of friends! 

*Victory not guaranteed. 


So you've worked your way through the sewers 
no worse for wear with only minor damage to your 
dignity, but you want to know where to go from 
there? You need only look up, as soon you will... 


STEP 2: TAKE TO THE SKIES! 

As much as we love jolly old London, there’s a 
brave new world out there with adventure wait- 
ing to be found!* 

*The Association doesn’t guarantee that adventure will 
be found. 


Nearly every city comes pre-equipped with a dock 
where adventurers can park their airships. Before 
you leave port, be sure to ask yourself the follow- 
ing important questions: 


Have | healed my party? 


f/f Dee 2009 f/f 


Is my ship air-worthy? 
Do | need to upgrade my vessel? 


There’s an assortment of talented individuals 
out there who will happily sell you unique new 
customizable parts, features and weapons that 
can easily be installed onto your airship. Remem- 
ber: your airship is your only way to navigate the 
most treacherous of terrain, so be sure you keep 
it in tip-top shape! If the situation arises where 
you’re forced to do battle in mid-air, don’t fret—a 
true Adventurer embraces such danger!** 
**Adventurer’s Association not responsible for unfortu- 
nate occurrences while embracing danger. 


You can never be too careful during an airborne 
battle, however. Be sure to check in all directions 
of your ship to make sure there aren’t any linger- 
ing enemies waiting to unleash a surprise attack. 
Also, be careful not to abuse your ship. Be aware 
that, while certainly effective, ramming one’s op- 
ponents will damage your ship in the long run. Be 
sure to schedule regular maintenance for your 
vessel, and a true Adventurer always supports 
their brave party members with plenty of moral 
support! *** 

***The Association firmly suggests actual weapons over 
moral support. 


STEP 3: SEIZE THE Day!* 


*The Association is not responsible for any harm, 
dismemberment, maiming or death that comes 
with seizing the day. 


Well, here you are — decked out with the finest 
equipment money can buy, flying an airship wor- 
thy of London’s own Gilbert Brown, and having 
strung together a unique band of adventurers un- 
like the world has ever seen.** 

**Combinations of rag-tagged adventurers may or may 
not bear resemblance to parties from Star Ocean, Final 
Fantasy, Wild Arms or Skies of Arcadia. 


You're truly an Adventurer, now. Your Adventur- 
er’s Associate Certificate of Heroic Acknowledg- 
ment will be in your mailbox within 6-8 weeks.*** 
Congratulations — the world is yours!**** 
***Certificate may take longer. 

****World is not guaranteed as yours, or anyone else’s 
for that matter. 


—Will Herring 


PROS: Wonderful steampunk presentation; 
beautiful handheld visuals; airship mainte- 
nance is fun. 


CONS: Nothing in Nostalgia is too new or 
very interesting; a bit too generic; predictable 
story and events. 
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he controls in the game are dead simple: 

-you can easily run around by dragging 

your stylus across a huge virtual track 

ball (this is supposedly one of the game’s sell- 

ing points, but | would have preferred an option 

to use the directional pad); anything else can be 

taken care of by hitting the “all-purpose” button 

whose function would change depending on the 
options that were currently available. 

Sadly, as easy as the game is to play, it’s 
also rather boring. The only time the game be- 
comes interesting is when you would encoun- 
ter an enemy and enter battle. In each skirmish, 
you're given four slots to fill with members of 
your party. Some characters would take up more 
than one action slot, so you had to choose wisely 
based on what type of monster each character 
specializes in defeating. That said, after an hour 
or so playing the game, | found the battles to be 
very repetitive and much too drawn out with 
little to show for them, either in the form of in- 
game rewards or gameplay satisfaction. 

Overall, The Wizard of Oz: Beyond the Yel- 
low Brick Road is a bit too casual for hardcore 
RPG gamers and it doesn’t pay enough fan ser- 
vice to appeal to hardcore fans of the Oz movie. 
| would recommend this game to experienced 
RPG fans who want something light to play on 
the side but anyone expecting a worthwhile 
journey through Dorothy’s adventures will walk 
away disappointed.—Raychul Moore 


PROS: The controls are easy to use; the classic 
turn-based RPG style of gameplay will appeal 
to fans of the genre. 


CONS: Repetitive battles are boring; Wéiz- 
ard of Oz references are out of place with the 
Japanese-style graphics and dialogue. 


MIGHT & MAGIC: CLASH OF HEROES 


f there’s one gaming area where the DS's tech- 

nology lends itself well, it’s the puzzle genre. 

Due to Nintendo’s touch-sensitive handheld, 
the genre has seen a massive resurgence, and no 
longer are gamers exclusively forced to listen to 
a Russian folk tune while spinning various blocks 
if they want to puzzle-it-up. However, gamers can 
only manipulate colored forms for so long be- 
fore they start craving some action, and it’s with 
that notion that Ubisoft created Might and Magic: 
Clash of Heroes. 


FIELD OF BATTLE 
If you stripped out Clash of Heroes’ combat, you 
would be left with a fairly simplistic RPG; the world 
and exploration portions of this game are pretty 
minimal and that’s putting it mildly. But once 
you get into the combat portions of the game, 
you start to understand why the focus has been 

placed elsewhere. 
Clash of Heroes’ combat thankfully ditches 
what has become an RPG cliche (turn-based 
fights after random encounters), 


PLAYER TURN 


in favor of what is most easily described as a stra- 
tegic puzzle where you have to maneuver and 
lineup different varieties of army units to tactically 
overcome your opponent. The better you match 
your units against those of your enemy, the bet- 
ter you'll do. This might sound like a total mish- 
mash of concepts, but it works incredibly well, and 
the bare-bones exploration becomes a blessing 
because it lets you focus on what matters most: 
the battles. 


JIGSAW PUZZLE 

And really, the battles are excellent and are both 
easy to understand and execute; their complexity 
also evolves enough for the title to remain engag- 
ing throughout. In fact, the story and exploration 
portions of Clash of Heroes almost feel like a bo- 
nus, which just drives the player to be more inter- 
ested in each ensuing battle. 

It's becoming increasingly rare for compa- 
nies to release new and unproven titles that buck 
convention and focus on changing the current 
landscape, but Clash of Heroes does so remark- 
ably well, making for a unique and satisfying ti- 
tle that feels totally fresh. | recommend it to any 
RPG gamer looking for a unique take on the es- 
tablished genre; puzzle fans should take a look as 
well.—Aaron Koehn 


PROS: Compelling combat system: a novel ap- 


proach to an established genre. 


CONS: The visuals don’t push the DS; doesn’t 
who favor the more classical RPG model. 


TMNT: ARCADE ATTACK 


B&B EADIE 


here are few grizzled, old gamers who don’t 

look back fondly at the beat-em-ups of yore. 

lf you cite classics such as Streets of Rage 
and Double Dragon as favorites, you shouldn't be 
any stranger to roaming the streets as the Teen- 
age Mutant Ninja Turtles. Throughout the years, 
the Ninja Turtles have been well-represented in 
the beat-em-up genre, with both solid and crappy 
titles under their belts. So with the franchise's 
25th anniversary approaching, fans and gamers 
alike are ready to see if the heroes-in-a-half-shell 
still got it. 

If Arcade Attack is any indication, the turtles 
have lost whatever magic they used to possess. 
This DS title suffers from a myriad of problems, 
not the least of which is its failure to utilize any of 
the DS’s unique features. You never use the touch- 
stylus and the second screen is used only to keep 
score. And thanks to the use of only one screen, 
the action is often tough on the eyes. 

The game is also easy, and you will have no 
problem rushing through the eight skimpy levels 
in a matter of hours. Add in the simplistic com- 
bat that becomes repetitious very quickly, level 
designs devoid of creativity and the fact that you 
can't level up or gain new moves and you have 
one diaster worth skipping. The final nail in the 
coffin: no April O’Neil.—Aaron Koehn 


PROS: Seems to use the darker comic books as 
its source of inspiration; no cheesy one-liners. 


CONS: It’s very short and very easy; you'll be 
bored by level two. 


ALIENWARE AREA 31 ALX 
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@ Website: alilenware.com 
@ Price: siete 


WHO? Alienware is the Sea reigning 
champion when it comes to melt-your-face, so- 
fast-it-hurts gaming rigs. They've been supplying 
gamers with the hottest, fastest and meanest ma- 
chines since 1996, and they don’t show any signs 
of slowing down. 


WHAT? The Alienware Area 51 ALX is, without a 
doubt, the coolest computer I’ve seen in a long, 
long time. In this machine’s presence, you feel 
inferior, amazed, heartbroken, and unabashedly 
in awe all at the same time. Featuring a terabyte 
(count it) of RAM, several enormous hard drives, 
1200 watt power supply and a 4x dual-layered BD- 
RE drive as it’s mandatory features, the ALX may 
be the machine that could save us or destroy the 
human race (or, quite possibly, both.) 


_ WHY? It will blow your mind and melt your face. It 
_ will blow your mind while melting your face. The 
_hardest part about taking home an ALX is pick- 

ing your jaw off the floor—everything else, from 
_running high end games at insane resolutions to 
burning Blu-rays at light speed...well, that’s the 
_ easy part. 


WHO? The fine folks at DC Vertigo are some of the finest 
comic crafters alive. They brought us smash hit series such 
as Sandman, Transmetropolitan, Hellblazer and many, many 
more. If you're not familiar with the DC Vertigo universe, you 
should be—these are some of the finest comics by some of 


the most talented artists and writers ever to set foot in the 
funny book business. 


WHAT? The Vertigo Crime sub-imprint is a new series of DARK 
black and white, hardcover graphic novels spearheaded by ENTRIE: 
some of the top dogs in the DC Vertigo universe. As of this ig, 
printing, there are two extraordinary Vertigo Crime novels 
currently gracing store shelves The debut novel. Filthy Rich, 
is arelentless tale resting firmly in the criminal underbelly of New Jersey. The second release 
revolves around everyone’s favorite bad-luck magus, John Constantine himself, as he tackles 
something even more frightening than ghosts, ghouls, vampire kings, and Satan himself: re- 
ality television. 


WHY? Providing a doorway deep into the minds of some of Vertigo’s most creative talents, 
the Vertigo Crime series astonishes readers with immersive plots and a pulp noir presentation 
that’s sure to put a smile on the face of jaded shamuses everywhere. 


ROCKETFISH WIRELESS PS3 CONTROLLER 


WHO? Rocketfish is an internal brand owned WHAT? The Rocketfish is a new controller for 
by Best Buy; they make accessories for home the PS3 that has the same button layout as the 
theater setups as well as gamers. Xbox 360 controller; that means the left analog 
stick has swapped places with the directional 
pad. While this may seem like a somewhat re- 
dundant contraption, | found that the Rocket- 
fish is a pleasure to use. It’s just as responsive 
as aPS3 controller, and the familiar placement 
of the 360 buttons and triggers works rather 
brilliantly with the PS3. 


WHY? While the Rocketfish certainly isn’t for 
everyone, it’s an incredibly interesting piece of 
tech that I'd certainly recommend to new PS3 
transplants, or die-hard Microsoft fans whose 
interest has been peaked by Sony’s black be- 
hemoth. It’s swanky, it’s innovative, and it 
works pretty damn well. 
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THE : STRAIN 


WHO? | don't use the phrase “artist” incredibly ayer HE ERED 

often. While there are many people that make ]iAR WINNING Pp BANC TA 
art, it’s hard to find someone so incredibly cre- PAHO LAD 
ative and entirely original, they embody the 
craft itself. Guillermo Del Toro is one of the fin- 
est filmmakers of the 21st centuries—that’s not 
an opinion, that’s a fact. The man has brought 
us the modern fairytale Pan’s Labyrinth, a haunt- 
ing ghost story in The Devil’s Backbone, and one 
of the finest comic book films in He/l/boy. What's 
this? He wrote a book? Take a seat. Del Toro 
teams up with master storyteller Chuck Hogan 
(The Standoff) for his debut novel, and this dy- 
namic duo certainly knows how to send a shiver 
down your spine. 


WHAT? I'm sick of vampires. Everywhere 
you look nowadays, you see some pretty- 
boy bloodsucker angsting and monologuing 
about how they’re “monsters” and how it’s a curse that they’re forced to live with 
permanent body glitter. Right. What | would pay to get the cast of Twilight locked 
in with a room full of the disgusting, vile creatures that make up Del Toro and Ho- 
gan’s horror extravaganza. Cursed with a black, rotting plague of vampirism, a 
deadly outbreak of epic proportions has cursed the earth, transforming its in- 
habitants left and right into mindless, blood-sucking fiends. A handful of survi- 
vors must battle this scourge head on, but take my word for it—it won't be pretty. 


WHY? Told through nauseatingly graphic descriptions and a stomach-churningly de- 
tailed narrative, The Strain is more of an experience than it is a book. Fans of the oc- 
cult, the frightening and even the outright disgusting shouldn’t hesitate on this one. 


CRANK 2: HIGH VOLTAGE (BLU-RAY) | 


WHO? You know, | wasn’t exactly surprised when | first discovered the boys behind 
Crank used to make a living as extreme sports videographers, as Crank 2 feels more 
like a continuous string of bad-ass stunts than it does a film, and trust us—it works. 
Very, very well. 


WHAT? Chev Chelios is a bad man. He kills without remorse, he steals without aban- 
don...but damn, is he one smooth mother. The man all women want and all men 
wish they could be, Chelios goes through high-speed pursuits and legions of armed- 
to-the-teeth gangsters without breaking a sweat. Picking up where the first Crank 
left off, Chev Chelios has just “died”...or has he? Resuscitated and harvested for 
parts, Chelios is back in action and downright pissed, willing to put down half of L.A. 
if it means reuniting with something rather near and dear to him—his heart. 


WHY? Tongue firmly in cheek, Crank 2 features some of the most insane action and 
memorable characters (not to mention an incredibly awesome 8-bit recap of the 
first film that has to be seen to be believed) in recent years. Crank 2 takes full ad- 
vantage of Blu-ray technology, dangling from a helicopter and plummeting right 
into our hearts. 


m Website: ibuypower.com 
m@ Price: $2249 


WHO? iBuyPower is home to some of the most monstrous 
of machines when it comes to kicking ass and taking names 
in the wide world of PC gaming. These talented techies con- 
tinue to astonish the world with their powerhouse chassis and 
enormously powerful rigs, packing stunning statistics and 
specs guaranteed to blow your mind. 


WHAT? Before we start, let me just get this out of the way: 
the LAN Warrior lives up to its name. Countless late-night, 
caffeine-fueled matches of Team Fortress 2 when | should 
have been working are more proof than | can offer. An incred- 
ibly powerful gaming rig, the LAN Warrior comes pre-packed 
with power to spare. Shipped with a Core i7 set of eight (!!) 
processors, not to mention 6GB of DDR RAM and an NVIDIA 
GeForce GTX video card, the LAN Warrior can pretty much 
play any game you can throw at it with the highest settings. 
The amount of sheer awesome packed inside the LAN War- 
rior not only gave me enough power to play some of the latest 
releases (BioWare's Dragon Age Origins and THQ's Red Fac- 
tion: Guerilla) all at the highest possible pre-sets, but it did so 
with power to spare! 


WHY? Face it: you need a new gaming PC. No, don’t walk 
away—everyone knows, but they're just too afraid to tell you. 


Letter of the Month Contest 


This month's Letter of the Month winner will receive 
MotorStorm: Arctic Edge for the PSP by Sony! Rated 


Teeen by the ESRB (Lyrics, Mild Violence). 


All Too Easy 


| was reading the recent issue 
(September) of GamePro and 
what stuck out most about this 
issue, is when you reviewed 
Call of Juarez: Bound in Blood 
on page 80. In the CONS por- 
tion you say that the enemy 
uses dynamite too effectively. 
What is that even supposed to 
mean? Are games getting too 
easy now that some people 
can’t handle a little challenge in 
a new game? What is the hard- 
est game you have ever beaten 
(or played)? 

Cody Barrick—via Email 


Ecco the Dolphin is by far the hardest game in the history of all mankind. | cannot name one per- 
son living or dead who has beaten this game. Just thinking about this game gives me flashbacks to 
a time when I'd spend 23 hours trying to get past the second level and one crying myself to sleep. 


—Heather 


While I, too, am a victim of Ecco’s unforgiving difficulty, I’m going to have to go with Metal Slug 3. 
While it’s certainly beatable, the game’s “three lives/continuing restarts the level from the begin- 
ning” formula was frustrating, to say the least—especially when you're at the arcade with just a 
couple of quarters in tow. For future reference, rushing to the change machine as the “Continue?” 


counter ticks down? Not fun.—Will 


Pffft. Heather and Will don’t know what hard is. I’ve played games would just as soon kill aman than 
show him the “Game Over” screen. For me, Harvest Moon: Friends of Mineral Town is the hardest 
game ever. Growing crops, surviving tornados and keeping my cows happy is one thing, but trying 
to win the heart of that sweet librarian chick? Oh God. | have better luck with real women. No, really 


| do. Please believe me!—MckKinley 
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Is There Hope? 

| love video games and I’m always looking for 
something new and fresh to play at Game Stop. 
When I’m not playing video games, I’m reading 
either manga or action novels. I’ve seen Harry 
Potter come as a book, then come as a movie, 
and then become a video game. What | don’t get 
is why game companies are not making video 
games out of action-packed novels which have 
still not hit the big-screen, such as Alex Rider and 
Percy Jackson & the Olympians. | would be will- 
ing to spend some money on these games (only 
if you guys give the game a fun factor of 3.5 stars 
or more). ls there any hope for these video games 


to come out? 
Akhil Patil—Skillman, NJ 


While we've seen some novel video game ideas in 
the past few years (sorry, bad pun) including ad- 
aptations of Robert Ludlum’s Bourne novels, not 
to mention the upcoming Dante’s Inferno game 
from EA based on the epic poem of the same 
name, you'd be hard-pressed to find a next-gen 
game based on literary endeavors. While | don’t 
see a Survival horror port of Moby Dick any time 
soon (although I'd eat that game up) | can’t deny 
the charm of possible Stephen Hunter or Joseph 
Flynn adaptations. Now come on—where’s my 
Catcher in the Rye FPS?! —Will 


A Love for Games 

| wanted to write and commend you on your sec- 
tion in October’s issue entitled Game Design U. | 
work with children that come from an economi- 
cally depressed rural area and one of our Boys & 
Girls Club missions is to show children that there 
are opportunities after high school other than 
working in a coal mine or for the local grocery 
store. When | saw the article, | thought “What a 
great way to reach children that enjoy technology 
and computers.” | have several high school teen- 
agers that are very excited to attend a continuing 
educational establishment in hopes to become 
video game developers/designers and this arti- 
cle will assist them, and myself, in learning more 
about the options that are out there. 

Again, well done and well written. By the way, 
these guys love the magazine. | have been do- 
nating my subscription to the Club for the past 
year and they really enjoy it. It keeps them up to 
speed in an area that is about two years behind 
the rest of the world. Thank you and keep up the 
excellent work. 

Anthony DeStefano—via Internet 


Thanks for the kind words! | went to school for 
Game Design and | urge any person, no mat- 
ter what age, to do what they love. Whether it be 
games or hairdressing, there is nothing like fol- 
lowing your dreams.—Heather 


The Verdict on PC Games 


You had a letter recently wanting to know, why not 
more PC games? Here’s the reason, cruel though 
it is. Everything else is doing better. | shop at 
GameStop, but go in any gaming store and look at 
the inventory. What's selling? Portables do well, 
DS, PSP, etc. Then we have rows and rows of Xbox 
360 and PS3 games, lots of those. Then over there 
in the corner is a dwindling group of PS2 games 
(most of those are on sale). Now if you look in the 
very far corner, there in the shadows, there is a 
tray of PC games. World of Warcraft is there and... 
and...mm...just World of Warcraft? Huh, how 
about that. That’s what's happening, baby. 

Ron Savage—Williamsburg, Virginia 


In this console-driven day and age, many loyal 
PC gamers have been made aware of similar sit- 
uations such as the one that Ron has described. 
Where console gamers are asked to visit their lo- 
cal Best Buy or GameStop to pick up new console 
and handheld games, digital distribution services 
such as Steam have all but pioneered the circu- 
lation of most newer PC games. Does this mean 
that PC game releases will dwindle, just as their 


game store box count? Of course not. While times 
have been tough for everyone in this current econ- 
omy, this new wave of digital distribution may 
mean seeing fewer titles at your local retailer, but 
don't fret—with the recent popularity not only of 
downloadable content as well as resurfacing clas- 
sics and re-releases well on the rise, PC gamers 
may not be making as many treks to their local 
Fry’s, but on the bright side, they won't have as 
many enormous PC game boxes cluttering their 
apartment.—Will 


Rock Isn’t Dead 


| read an article in issue 252 about Brutal Legend 
and | am psyched as hell about it. | live, breathe, 
and eat old school heavy metal, so my question 
is this: is there any news about the soundtrack? | 
saw a trailer that played Judas Priest’s “Hellion/ 
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Zeppelin 


Black Sabbath 


Green Day ; 


Se OO Be 


Electric Eye” a while back. Since Rob Halford is 
voice acting in the game it is a given that song 
would be there. Now that | learned that my idols 
Ozzy and Lemmy Kilmister are also in Brutal Leg- 
end, | can only assume that there will be some 
Motorhead and Black Sabbath as well. The main 
character Eddie Riggs is named after the Iron 
Maiden mascot, so | praying that I’m right in 
guessing there will be some Maiden too. They 
can throw in some Dio or Saxon, or basically any 
band from 80’s I’m not picky. If the soundtrack 
is half as good as | think it will be, then it would 
be a nice bonus if the game shipped with a CD. 
Michael Dlugos—via Internet 


|too am a heavy metal connoisseur and hopeful of 
Brutal Legend. First things first, you should know 
Saxon will be part of the soundtrack as well as ev- 
erything we headbanged to from our early metal 
years to the face melting present. It may be a lit- 
tle broad of an answer but hell the as soon as you 
pick up your copy of Brutal Legend you'll be all 
knowing and all rocking to the riffs of Megadeth, 
Slayer, Whitesnake, and many, many more. As 
for a soundtrack coming with the Brutal Legend 
bundle, it’s still quite a mystery but not out of the 
question yet.—Heather 


FEEDBACK, 


Ask the 


Hi GameGirls, 

Do other gamers make fun of you or go easy 
On you just because you're a girl when you 
play games online? 

—scourge7, via Internet 


The Baroness answers: 

Most of the online games | play have pretty 
good communities and | never get treated dif- 
ferently one way or another just because I’m a 
girl. This is exactly how | want it. It helps that 
the games | love playing online like Fat Prin- 
cess and Team Fortress 2 are too hectic and 
require teamwork for anyone to care what sex 
you are. Fighting games are a bit of a different 
story and can get nasty, but | won’t get into 
that now. 


Send your questions to the Game Girls at GameGirl.com 
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Gears 3 Wish List 


Next time you guys see Epic, tell Cliffy B these 
suggestions for Gears of War 3: 


m Jackhammer shotguns 

= More Horde 

® Gorier finishers 

= Lancers and Hammerbursts with scopes 
™ More lives in Horde 

m™ Story-changing choices 

# Dual wielding guns 


# And most of all: More Cole-Train! 
Anyonymous—via Internet 


| think we can all agree that if this world needs 
anything to help us through these tough times, 
it’s undoubtedly much, much more Cole Train. 
And, wait-you want even gorier finishes? Man, 
there’s just no pleasing some people! —Will 


Dude (or Dudette?), I’m totally with you on all 
those suggestions. | had to finish the last game 
in less than a week for GamePro’s GOW2 guide, 
and after all the blood and gristle had been spilled, 
| was still hungry for more. By the way, did you 
hear about the rumored female Gear? Let’s hope 
that the development team spends a lot of time on 


that! With generous amounts of jiggle physics, if 
possible.—McKinley 


MJ Hero? 


Do you guys know if their will ever be a Guitar 
Hero: Michael Jackson game? |’m a big MJ fan and 
a big GH fan, and | would like Michael to have his 
own Guitar hero game. Also, do you guys know 
where !can purchase a new hard drive for my PS3, 
cause |’m almost out of gigabytes! 

Josh Sanchez—via Email 


The short answer is, no—there’s no confirmation 
or denial of a Guitar Hero: Michael Jackson game. 
While MJ is no stranger to video games (Moon- 
walker and Space Channel 5 to name a few) it may 
be a bit “too early” for the King of Pop to surface 
in the leading role of a new Guitar Hero or Rock 
Band title.—Will 


IftherewereanMJgameitwouldhavetocomewith 
a moonwalk pad, similar to DDR. Can you imag- 
ine? Now that is the future of gaming! —Heather 


Josh, wouldn’t you rather have a new Guitar Hero 
game starring a rea/ musical icon? I’ve been send- 
ing fan mail to Activision for years, and | think 
we're not that far away from Guitar Hero: Linkin 
Park. If we’re lucky, the guitar kit will come with 
tight pants and some Hot Topic jewelry. You can 
bet I'll be first in line at GameStop for it. Speaking 
of which, | think you can get your PS3 Hard Drive 
over there, but why not just buy a new PS3 and let 
me borrow your old one?—McKinley 


A WoW Shortage 


As you all probably know, Blizzard Gaming an- 
nounced the new World of Warcraft expan- 
sion, Cataclysm. | have been reading GamePro 
for about a year now and have been looking ev- 
erywhere for you to do a story about WoW. The 
most we get is a little blurb here and there about 
how the rating is overrated and how that all WoW 
players are nerds. However you may repent your 
“sins” by doing an article on the upcoming ex- 
pansion and upcoming patches. | really hope 
some of your staff plays WoW cause it would suck 
if they didn’t. But please consider my request and 
include more information about WoW. 

Andre Pelletreau—Clifton Spring, NY 


Please don’t give the subject a second thought, 
Andre. Many of GamePro’s staffers are the nerd- 
iest of the nerdy WoW-addicted people. It’s not 
rare in the least to walk through the offices on a 
slow business day and see nearly every computer 
the Dev team has booted into an action-packed 
raid, and even busy days tend to give way to a 
quick quest. While the novelty of new WoW news 
may be placed on the backburner, there are still 
plenty of environments in the GamePro commu- 
nity alive and thriving such as our swords and sor- 
cery specific Blogfaction site, OMGRPG.—WIill 


Wait, so every WoW player isn’t a total nerd? | find 
that hard to believe. Then again, not everyone can 
be cool like me. Instead of slaving away in nerd- 
land at the plains of Azaroth or whatever they call 
it, I'm usually beating the snot out of teenagers 
and little girlsin Pokémon Platinum. That’s sooooo 
much cooler than World of Warcraft, especially 
now that! can breed my Pokémon across Fire Red 
and Emerald. Hey, do you play Pokémon? Can you 
trade me something for a Scizor?—McKinley 


Reader Reviews 


_ DiRT2 
(PS3, Xbox 360) 
a= By beavis134 


DiRT 2is one sweet ride! Codemasters knows 
how to make a racing game. The visuals are 
slick and the controls should become stan- 
dard for every rally game from this point on. 
Hopefully they'll add point-to-point time tri- 
als as a DLC at some point down the line. That 
would be nice. 


FunFactor: kkkk 


2 Batman: 
ba Arkham Asylum 
eM PS3 Xbox 360) 

By Fastthumbs227 


Imagine Thanksgiving. Imagine having tur- 
key, stuffing, apple sauce, apple pie, blue- 
berry pie, and fine wine. Now imagine that 
you had each one of these things, but they 
only added up to two bites of food. This is 
the best metaphor for Batman: Arkham Asy- 
lum—it’s like a big meal that’s taken away 
from you. It gives you awesome powers, like 
detective work, the incredible invisible pred- 
ator mode, 240 items are scattered around 
the beautiful landscape of Arkham, and 
above all a rich history and story. But each 
of these things are crammed into a 12-hour 
game, which feels a bit too short. Overall, the 
game’s a must-play. 

Fun Factor: &* 


Write to Us: 


Got a question or comment? Write to us with your name and town via e-mail: feedback@gamepro. 
com or GamePro, Head2Head, 501 2nd St., Ste. 114, San Francisco, CA 94107 (Be sure to tell us your 
city and state, too.) The best letters will be rewarded with publishing bragging rights in future is- 
sues of GamePro. 


Connect Online: 


Go online, follow your favorite games and systems, and sound off on breaking stories. 
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Breaking, extensive, and media-rich coverage Full of unhealthily obsessive features, gam- 
of the biggest and freshest games. Check _ing culture, and over-enthusiastic gaming 
out the forums, too—they’ re the internet’ s detritus. 7 

best-kept secret! oS . G 


ites oS : - GameGirl.com — 
Aggregate gaming | hub for reviews, aegis! Girls play video games, too! One of the hot- 
features, and up-to-the-second blog posts. test sites in the GamePro.com network. © 


Send us your art! 


GamePro magazine * Art Attack 
501 Second Street, Suite 114 
receive Beaterator for the PSP by Rockstar San Francisco, CA 94107-1431 


Games! Rated Everyone by the ESRB. feedback@gamepro.com 
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